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8 THE DISKS 

Two disks full of hot demos, 
exclusive interactive thingies 
and top notch public domain! 
Don't waste time reading this. 
Get going! 
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26 WORK Ml 
PROGRESS 

Krisalis reveal their progress 
on an SA5 role player. 
Millennium hope for a Pond 
hat-trick with Aquabatics and 
new boys Mirage do a game 
that's a bit like Lemmings. 
Who said originality was 
dead? 

29 THE 
ULTIMATE 
GAMES AMIGA 

Some Amiga gamers have lost 
before they even load the 
disk Why? 'Cos their equip- 
ment stinks Use our guide 
and get it sorted 



41 REVIEW 

Dispeling the myths! 
Championing the underdogs! 
Thirty-two pages of our nar- 
row-minded little opinions on 
the month's top titles. Can 
you stand it? 

61 KILL ZONE 

Our all-new 16-page tips pull- 
out kicks off in dazzling style 
with vital information on 
Heimdall, Willy Beamish. 
Robocop 3, Shadowlands, 
Alien Breed and many more' 




99 JAGUAR 
COMP 

You've read the news story! 
You've worn the badge - now. 
drive the carl Core's forth- 
coming Jaguar XJ220 game is 
whipping up a fair storm of 
interest, and the good old 
boys from Derby have sorted 
us with this right smart 
compo. 



21 THE 

MAGNIFICENT 
SEVEN 

Last month we asked what 
would happen if the seven 
top programming talents in 
Britain were assembled in one 
place with a lot of beer. And 
this month we've got the 
answer. 
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101 BUDGET 
& BUNDLES 

Hey! Money's short, the 
squeeze is on and belts are 
tightened. So what better 
way to beat those empty- 
pocket blues than a perusal of 
the racks of budget and com- 
pilation software. The best 
(and worst) of the month. 

106 WWF 
CO MP 

Hooray! You thought you'd 
never see the day. but now. 
after month's waiting, your 
chance is finally here to win a 
fantastic Wrestlefest Coin-Op 
worth millions and millions of 
pounds (well, almost). 



109 PUBLIC 
DOMAIN 

it may be no substitute for 
free love, but free software is 
still a Most Excellent Thing. 
Check out this month's finest. 

113 JIM HAS 
COME ALL 
RUBBISH 

It's a sad day for publishing. 
The Editor has lost all grip on 
reality and needs someone to 
tell him what's what. 

116 AMIGA'S 
MOST WANTED 

Ark! A more hideous and 
fearsome posse of fiends has 
never before been assembled 
in one place. Approach with 
caution and take our invalu- 
able guide with you. 
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119 PREVIEWS 

You've had your news, your 
views, your how-do-you-dos. 
so what comes next? 
Previews! 

123 GAMES 
INDEX 

Ooyah! What was that? That 
was a concentrated dose of 
games data, that was. Ready 
for another..? 

130 NEXT 
MONTH 

Speaks for itself, don't you 
think? 
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WHAT'S ALL THIS?! 



You may very well ask. No matter whether this is the first copy of The One that you've 
ever read or you're an old hand, you'll probably have a lot of questions that need 
answering before you will be completely happy in - what we hope will be - your new 
home. 

So let's get on with it. By the time you've finished the page, you should know exactly what 
we're doing and why we're doing it. If there's anything else you need to know, either drop us a 
line or give us a call. 

Q. Why aren't you called The One for Amiga Games any more? 

A. Because now only one magazine called The One will be on the shelves. The One for ST 
Games has now been incorporated into ST Action, so there's no need to differentiate 
between the two. 

Q. So now The One only covers Amiga games? 

A. Yup. 100% Amiga games. 

Q. What's all this Incorporating ACE business on the cover? 

A. The One is now produced by the team that brought you ACE Magazine. And we're bring 

ing some of the ideas that worked well on ACE with us. In particular, detailed tips and our 
rigorous reviewing style. So at this point, we'd like to say a hearty "Welcome" to all the 
ACE readers who are trying The One for the first time. 

Q. What are you changing? 

A. The reviews may look completely different, but the basic formula stays the same. We try 
to give you the best impression of what a game is like with an introduction, a conclusion 
and a series of carefully captioned pictures. Our scores will also be fair and, we suspect, 
more in line with your thinking than most other mags. 

We know how important tips are, so each issue will contain a 16 page tips pullout, complete 
with a Q&A section. 

We're also doing away with the Profiles section and replacing it with special interviews like this 
month's Magnificent Seven. They're simply more interesting. 

And we're also including a big list of games at the back of the mag to make any software pur- 
chase decision just a bit easier. 

Q. I used to really trust The One for Amiga's opinions, but they seemed to rate the games 
they reviewed a little highly. 

A. Yes. And it's a problem that we're addressing immediately. From now on, we're printing a 
breakdown of all the scores and what we mean when we give them on the Reviews Intro 
page (Page 41 in fact). So don't be surprised if games seem to be getting tougher scores. 
It's all perfectly fair and explained here. 




We'd like to especially welcome ACE readers to the new mag. Since 
it's being put together by the team of ACE, you'll no doubt see 
traces of ACE in The One. With any luck, these will be only the best 
ideas and styles that we manage to bring to the new magazine. 
Unfortunately, the 6-page reviews won't be appearing - there are 
simply too many games to coverl But we still believe that we can 
deliver reviews of a quality and accuracy that no other magazine 
can. And more besides! 



So that's enough trumpet-blowing. Let's get on with it! 







now unleashed by 



all on 
amiga (£9.99) 
atari st (£9.99) 
PC (£9.99) 
commy cass (£3.99) 
speccy cass (£3.99) 
ammy cass (£3.99) 

well? 
how do 
they do it? 



COVERDISK 



My word! Not one but TWO deliciously-tasty coverdisks this month! 
While most magazines would be quite content to present you with 
our Disk A (boasting, as it does, EXCLUSIVE fully-playable demos of 
Fire & Ice and The Humans plus a terrific trio of PD games), we at 
The One believe in giving you more. Much more. You'll see what we 
mean when you load Disk B and discover our revolutionary new 
disk concept - Interactive Work In Progresses! You won't believe 
your eyes! 

DISK A 




FIRE & ICE 

(Renegade/Graftgoid) 

Can you believe it? Andrew 
Braybrook's done it yet again* Not 
content with writing some of the 
best games ever to grace the C64 
{the Amiga's 8-bit grandad) and the 
supremely-excellent Paradroid 90, 
he's now come up with Fire and Ice. 



a game that topples Rainbow Islands 
- another Braybrook product, don't 
ya just know it - from its lofty posi- 
tion as the best Amiga game ever (O 
Amiga Power ad nauseum). 

Well that's what l think, anyway. 
Why not find out for yourself by 
playing this EXCLUSIVE complete 
level from the game? Set in Bonnie 
Scotland, you (the one with the b<g 




nose and the bushy tail) have to 
scoot around searching for the six 
parts of a magic key. Each key part 
is held by one of the meanies and 
the only way you can get at them is 
by freezing each baddy with a cou- 
ple of ice balls and then running into 
them to smash them. Once you've 
got all six parts you must make good 
you' escape through the giant door 
which lies beyond the moat full of 
crocodiles 

On your travels try and p«ch up all 
the items for mucho bonus points, 
shoot likely spots to reveal hidden 
ice blocks containing power-up icons 
and plunder oak chests for big 
rewards. In particular keep an eye 
out for a little puppy - if you find 
him he'll follow you around and 
help you. Clever-clogs types can try 
and get the puppy to go through 
the exit door for a massive reward. 
Have fun) 

INSTRUCT IONS 
Run. jump, crouch and fire using 
the joystick. Hold down FIRE to 
use a special weapon (assuming 
you picked up a power-up icon). 
Crouch and hold down FIRE to 
release an snow bomb (iff you've 
got one). It's as simple and as 
fun as that I 




THE HUMANS 

(Mirage) 

Yabba-dabba-doo! Yes. here it is - 
your chance to sample the 
Neanderthal nonsense that is The 
Humans, coming soon from new 
boys Mirage. This is just a small 
taster of the forty-plus levels that 
will make up the final game. Each 
level takes the form of a quest to dis- 
cover an item to help the Humans 
progress, such as fire, a wheel or a 
spear. These then crop up in the 
later levels and can be used to solve 
the new and harder problems. 

The aim of this demo level is sim- 
ple: use your gang of eight kooky 
kavemen to get to the top-right of 
the level where a copy of The One, 
that essential evolutionary booster, 
awaits. One caveman alone can't do 
it - you've got to coordinate your 
geezers as a team, building Human 
pyramids to get them up to precari- 
ous ledges, lowering ropes to let the 
others up, and so on. It's a bit like 
those Army assault courses, where 
four hard nuts have to get across a 
20ft-wide river using three twigs, a 
piece of chewing gum and a short 
length of twine. 

INSTRUCTIONS 

All control is with the joystick. 

Some directions have different 

results in different situations, as 

follows: 

RIGHT -Go right. 

LEFT - Go left. 

UP - Climb up a rope. 

- Climb up a ladder. 

- Climb up Humans' 
pyramid. 

- Get onto a rock 
wheel. 

- Form the base of a 
new Humans'pyramid. 

- Climb down a 
ladder. 
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- Climb down a rope. 

- Climb down a 
Humans' pyramid. 

- Get off a rock 
wheel. 

- If the Human is on a 
rock wheel then 
this will make him 
jump. 

FIRE & DOWN 

- If the Human is 
perched at the edge 
of a platform then 
this makes him 
drop a rope down. 

FIRE & UP - Pulls the rope back 
up again. 

- If the Human is car 
rying a spear, then 
this makes him 
enter 'Throw' mode: 

- Pull DOWN to carry 
on walking. 

-Pull LEFT and RIGHT 
to change the 
throwing angle. 

- Hit FIRE to throw 
the spear. 

SPACE bar - Makes a Human 



pick up a spear if 
near one or drop it 
if he's holding one. 

LEFT ft RIGHT arrows keys 

- Cycles through the 
eight available 
Humans. 

- Selects a Human. 

- Pause the game. 

YELP! 

Remember Amidar? It was a coin-op 
from the 'Good Old Days'. Ah yes. 
the 'Good Old Days', when every- 
body knew everybody else in the 
street, you could leave your front 
door open anytime of the day or 
night, bobbies weren't afraid to give 
you a good clip round the ear and 
you could go out for a three-course 
meal, see a film and hire a masseuse 
and still get change from tuppence. 

Anyway, it's sort of like a com- 
puterised version of that old pen- 
and-paper game Boxes. You control 
a little brush shuffling around a 
maze-like grid. The aim is to paint 
the grid lines. When you encircle a 




box it gets filled and if you fill them 
all then you move on to the next 
level. 

Easy, right? Ah, but don't forget 
about the aliens who also live on the 
grid. Bump into these and they'll 
drink your paint. Lose all your paint 
and the game ends. Boo! Power-ups 
randomly appear and these have 
various magical effects, some good 
and some bad. 

INSTRUCTIONS 
Use the joystick to flick between 
the pre-game options and hit fire 
to select. Guide the little brush 
around the grid using the joy- 
stick. And that's it! 




MICROBES 
(1Mb ONLY) 

Now this is a real find. Microbes is a 
fantastic blaster in the classic 
Williams (of Defender, Robotron 
2084, Smash T.V. fame) tradition. 

It's all set in a circular arena con- 
taining slowly-expanding alien fun- 
gus. You control a spaceship that 
whizzes around the edge of the 
arena and it's your job to blast the 
growth and keep it at bay. If it, or 
the aliens which sometimes hatch 
out from it, touch the edge of the 
arena then you lose precious energy. 
How long can you survive? 

INSTRUCTIONS 

The controls are simple. Push the 

joystick left and right to rotate 



the ship around the arena's rim, 
hold down FIRE to blast and pull 
back to unleash an alien-killing 
smart bomb (you only have two 
so use them wisely!). 



ASTEROIDS 

This is a superb pixel-for-pixel clone 
of, you guessed it. Asteroids. You 
know the drill. I suspect: zip around 
in your nifty little spaceship, smash- 
ing the boulders into smaller and 
smaller chunks until the screen is 
clear. But as any fan of the coin-op 
knows, it may sound easy but it is. in 
fact, rock 'ard! 




INSTRUCTIONS 
Hit either '1' or '2' number keys 
to select the number of players 
(in two-player mode the players 
take turns to zap). Rotate the the 
ship clockwise and anti-clock- 
wise by pushing the joystick 
right and left, fire by hitting... 
um... FIRE, push forward to 
thrust and pull back to warp into 
Hyperspace. For those who like 
tickling the ivories, there is a 
keyboard option: hit HELP to find 
out more. And for a special sur- 
prise and extra authenticity, try 
hitting 'A' during the game... 



THANKS! 

* Microbes and Asteroids 
are both Shareware games 
and were obtained from 17 

Bit Software, 1st Floor 
Offices, 2/8 Market Street. 
Wakefield, West Yorkshire 
WF1 IDG. Tel: (0924) 366982. 

• Yelp! is a PD game and 
was obtained from Crazy 

Joe's, 145 Effingham Street, 
Rotherham, South Yorkshire 
S6S 1BL. 
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BULLFROG'S 
INTERACTIVE 
WORK IN 
PROGRESS 

They said it couldn't be done. Or was 
it "shouldn't"? Well, either way, 
prepare yourself for a disk experi- 
ence completely unlike any other 
you've ever had before. 

It's a dream of many to meet the 
Bullfrog team. These programming 
giants have been responsible for hit 
after wonderful hit. Remember 
Populous and its superb sequel? 
What about Powermonger? And 
who could forget Flood? Or... er... 
Fusion? 

Trouble is. getting inside 
Bullfrog's office is about as easy as 
watching ITV's Stars In Their Eyes 



without cringing. Guards with rabid 
Pitbull terriers patrol the electrified 
fences surrounding the concrete- 
shielded complex day and night. 
Small patches of earth where noth- 
ing grows bear stark testimony to 
gruesomely 'terminated' sneaky 
journalists and overkeen fans who. 
futilely, tried to get an audience 
with the gaming gurus. 

But now, thanks to The One (and, 
we grudgingly admit, the Bullfrog 
boys), YOU can have an EXCLUSIVE 
security pass to Bullfrog's inner pro- 
gramming sanctum. See Peter and 
the gang in animated action before 
YOUR VERY EYES! Get EXCLUSIVE 
glimpses at Bullfrog's Work In 
Progress, including BOB and the 
Populous II: Challenge Game data 
disk I Discover what sort of tatty mar- 
ket stall bric-a-brac they have on 
their desks! Talk to them to find out 
such exciting facts as the scariest film 
Kevin's ever seen and what Glenn 
really thinks about Peter! 

INSTRUCTIONS 
The Interactive WIP is entirely 
mouse driven. Load it up and 
click (using the left mouse but- 
ton) to flick through the title 
screen and credits. Eventually a 
picture of Bullfrog's awesome 
offices should appear, showing 
each member of the Bullfrog 
team and their names. Click on 
any name to 200m in on the 
Bullfrogger sitting at his desk. 

Now comes the really fun 
part. Try clicking on the objects 
littering the geezer's desk to 
learn some 'fascinating' trivia. 
Then click on the bloke's monitor 
screen or keyboard to see the 
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project they're currently work- 
ing on (click again to cycle 
through the demo). 

If you fancy having a chat to 
them click on their mouth. A box 
of questions should appear 
(cycle through them by clicking 
on the up/down arrows). If you 
want to ask them a question 
simply click on it - a reply should 
appear (click on OK when you've 
read it). When you get fed up of 
this (which shouldn't take long), 
click on the little Icon in the top- 
right corner of the question bo*. 

Click with the right mouse 
button to get back to the picture 
of the office. Now go and visit 
somebody else! 
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GOLFING GREATS 

We've had some lovely shots sent in 
this month, so much so that we've 
given you four to take a gander at. 

The best shot by far - and this 
month's winner - is Philip Jeff's from 
Brockley in London. Its main attrac- 
tion comes from the fact that as the 
golf ball travels down the fairway it 
looks as if there's no way it's going 
to go in the hole but. sure enough, 
at the last moment it bends round 
and trickles in. Beautiful. 

Also honourable mentions to the 
creators of our other featured 
golfers: Adam Morley of Leicester. 
Bill Beaumont (!) from Epping in 
Essex and Jaime Gorman from 
Plumstead in London. Well done, 
lads - better luck next time, eh? 

Now remember all you golfers - 
there's only two months to go 
before the great MicroProse Golf 
competition, to be officially spon- 
sored by 'Prose, and with some abso- 
lutely spiffing prizes. But you've got 
to be in it to win it, so get your shots 
off to us NOW at the address below. 

TRICfc SHOT 
TRIALS 

(cue 'Big Break' theme music) It's 
only a game so put up a real good 
fight. I'm gonna be snookering you 
tonight... I'm famed for my aim so 
you'd better believe I'm right... I'm 
gonna be snookering you, snooker- 
ing you tonight! As with Golfing 
Greats, there are some superb shots 
this month. We've collected four 
and put 'em on the disk, plus a sur- 
prise shot. 

Best of the bunch is Daniel White 
of Walsall's shot which clears the 
table of reds in a blur of action. It's 
pretty amazing and a deserved 




champion, if not quite as brilliant as 
last month's winner. 

Other shots worthy of earning a 
place on our disk are Lee Noble's 
from Northolt in Essex, Francis Jeal's 
from Brymbo near Wrexham and 
Russell Pountney from Teddington 
in Middlesex. (By the way. to enjoy 
the magic brilliance of Lee's shot 
note that you have to put one click 
of left spin and three clicks of top 
Spin on the cue ball before you hit 
it.) 

The final shot is labelled 'It's 
another bug hunt'. Daniel White 



envelope and the disk label to indi- 
cate if your disk is a Golfing Great or 
a Trickshot Trial. The disk label must 
also have your name, address and 
telephone number (if applicable) 
written clearly on it. Plus, it helps us 
out if you include a bit of paper that 
gives us a brief description of each 
shot. 

(2) No more than THREE shots (be 
they golf or snooker) are allowed on 
a disk. We don't like having to wade 
through hundreds of the things, so 
only send us your very best efforts. 

And that's about it. The address 
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Some days nothing 
seems to go right. It's 
raining, the car won't 
start, the dog's been sick 
in your trainers and... 
damn and blast... The 
One's coverdisk just 
won't load. You've fol- 
lowed alt the loading 
instructions to the letter 
but still no joy. Flappity- 
floo. 

Still, never mind. 
Pep it in a padded enve- 
lope along with a SAE to 
the value of 28 Earth 
pence and send it to: 



The One Coverdisk Returns, 
PC Wise, 

Unit 3, Merthyr Industrial Park, 
Pentrebach, 
Merthyr Tydfil, 
Mid Glamorgan. 
CF48 40R 

If you think it's the sort 
of problem a quick phone 
call would solve then call 
the PC Wise Helpline on 
(0443) 693233 between 
10:30a.m. and 12:30p.m. 

week days. 



GOLFING GREATS 

To get at these mini marvels you'll need to have a 
copy of Microprose Golf to hand. Load Microprose 
Golf as normal, then select REPLAY from the options 
menu. When asked to insert a Data Disk in the drive, 
put The One's Disk B in the slot. Now choose a shot 
by clicking on it then click on the disk icon to view it. 
For more information refer to the manual. 



TRICKSHOT TRIALS 

Here you'll need a copy of Jimmy White's 
'Whirlwind' Snooker. Load the game as normal, then 
select DISK FEATURES from the menu. Insert The 
One's Disk B in the disk drive then select the LOAD 
OLD GAME option. You can now load the Tricksbots 
at your leisure by selecting them. For more informa- 
tion refer to the manual. 





Ants. You've shared your food your home and your planet with them, 
you've stepped on them sprayed them cursed them and bombed them. 
Now you can b£ them. 
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NEWS 



K ON A Ml 

SIGNS 

BATMAN™ 
RETURNS! 



This is, as we say in the trade, BIG NEWS! Yes, as 
you've probably already guessed from the head- 
line, Japanese giant Konami has snapped up the 
licence to what is bound to be the biggest film of 
the year - Batman Returns. 



The sequel to 1989's blockbust- 
ng Batman reaches these shores 
on the 10th of July (US cinema- 
goers only have to wait until 
June 19), with the game cur- 
rently slated for release in 
November - it's obviously being 
groomed as a potential 
Christmas Number One. With 
another massive sequel - David 
Braben's long-awaited Elite 2 - 
scheduled to bolt from the 
Konami stable at the same time, 
it looks like the boys from 
Eastcote (that's where the UK 
office is, you see) could well 
be the top players over the 
festive season. 

Warner Bros, the dis- 
tributors of Batman 
Returns, are remaining 
traditionally tight- 
lipped over 



the content of the new movie 
(remember how the first one was 
shrouded in secrecy right up to the 
point of release?), although it's 
already common knowledge that 
Danny DeVito and Michelle Pfieffer 
are appearing as The Penguin and 
Catwoman respectively. 

Although there are no details as 
to what form the game will take as 
yet, we can tell you that it's being 
produced by Rage, the new compa- 
ny to evolve from recently-closed top 
Ocean developer Special FX, the 
team behind such lovelies as 
RoboCop 2, The Untouchables, 
Batman: The Caped Crusader and 
Hudson Hawk. Work is soon to start 
on the project, but Konami has 
stressed that there's little chance of 
the release date being put forward • 
the emphasis, it seems, has been 
placed more on taking the time to 
produce a decent adaptation rather 
than rushing it out to coincide with 
the movie. Bravo to that! 





NEWS 



New Amiga 
Launched 
next 
month! 



Now this is what I call a news piece! 
It's been revealed this month that 
Commodore intends to launch a new, 
improved, and whiter-than-white 
games Amiga onto the market as soon 
as next month. Its called the A600 and 
as our exclusive pictures show, it's 
basically a smaller, sleeker and alto- 
gether sexier version of the current 
favourite model, the A500 Plus. 

Although speculation about the 
specification of the new machine has 
been rife in recent months, we can 
confirm that it's definitely NOT any- 
thing as crude as an Amiga-based 
console. What you're going to get is 
a machine with a full keyboard that's 



a good quarter-length slimmer and 
noticably chunkier, due to the 
numeric keyboard being chopped 
from the new design. 

Apart from that, things remain 
much the same. The machine has 
1Mb of memory, a standard internal 
drive, all the usual ports (notice (he 
joystick and mouse holds are now on 
the side, like the old C64) and 
Commodore claim it will be 100% 
compatible with existing Amiga soft- 
ware. There is one interesting new 
addition, however - a slot for a clever 
little anti-piracy device called a 
Smart Card. 

The idea is that, when a game is 




released, certain items of key data 
are kept on the non-copiable card, 
which means that the program 
won't run unless the card is plugged 
in. Whether or not publishers will 
support the slot remains to be seen, 
but with smart cards being a cheap- 
er alternative to costly cartridges and 
ineffective dongles, we could at last 
see the end of those grubby pirate 
types. 

Talking of publishers, a selection 



of industry bigwigs and program- 
mers were recently shown the new 
machine at a top-level private con- 
ference here in the UK, and though 
no-one we quizzed would admit 
they'd seen it, early impressions 
seem to be pretty positive. The first 
machines are expected to trickle into 
UK stores sometime in May, and the 
price has been set at £399. making it 
slightly more expensive than existing 
A500 bundles. 





Keep 
the grass! 

There's more big film licence news this month, as The Sales Curve 
(producer of Silkworm. Rodland and SWIV) has scooped up the licence 
to another of the Summer's potential cinema blockbusters • The 
Lawnmower Man. 

It's a particularly good game licence as the British-made film, based 
on a short story by Stephen King, has a strong computery theme. 
Starring Pierce Brosnan and Jeff Fahey, it's the story of a simple man's 
mind-blowing experiences with a state-of-the-art Virtual Reality sys- 
tem. Currently at Number Two in the US Box Office charts, the film's 

been a surprise hit - it's set for 
release here sometime in June. 

The film's stunning VR 
sequences were produced by 
dlifornlan outfit Angel Studios 
using multi-million dollar super- 
computers - emulating such 
graphics may be a bit of a hefty 
task for the humble Amiga, but 
that doesn't seem to have put of 
the Sales Curve guys n' gals, who 
plan to release the game at Easter 
next year to coincide with the 
launch of the video. 





NEWS 



Acclaim polishes 
up its image 



IIP 




AFTER MONTHS of deliberation and specula- 
tion. American publishing giant Acclaim has 
finally announced its plans for Mirrorsoft, 
which ft snapped up after the collapse of 
Robert Maxwell's shady empire earlier this 
year. The long-established Image Works label 
WILL survive, with the first two titles to appear 
being a re-release of The First Samurai (which 
was on sale briefly under Mirrorsoft, but dis- 
appeared from the shelves when the firm went 
under) and Turtles 2: The Coin-Op which, 
although long completed. Mirrorsoft never got 
the chance to release. 

The big story, however, has got to be Alien 
3. The Amiga adaptation of what is already 
shaping to be one of the year's major cine- 
matic events (which hits UK screens on July 17. 
incidentally) is still in production at Probe but. 
due to all the brouhaha, now won't be appear- 
ing until early September or October. 

And that, as they say, is about it. The vast 
majority of Acclaim's business is centred 
around console publishing, and to date these 
are the only three 'floppy' products that have 
been confirmed. The Winchester-based UK HQ 
has. however, hinted that there is a fourth Top 
Secret' project in the works and scheduled for 
release shortly after Alien 3. Now we're not 
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one to gossip, but we have heard rumours that 
this project may well be the 16-bit conversions 
of Williams' Terminator 2 coin-op. We'll keep 
you posted... 



...Some top-level rumblings from the program- 
ming world are indicating that 1993 could well 
be the year of the big-name sequel. Andrew 
Braybrook has confirmed that, having finished 
work on his platform epic Fire and Ice 
(reviewed this month), he'll be looking seri- 
ously at bringing his Commodore 64 classic 
Uridium to the Amiga. Tentative titles current- 
ly being thrown about include Super Uridium 
and Uridium 92... 

...Meanwhile, the Snooker Loopy Archer 
Maclean is going to be looking for something 
new to do once he's finished 3D Pool, which 
comes out this Summer. He's already admitted 
that he's got plans for Snooker 2 and he hasn't 
ruled out the possibility of 1K+ Deluxe, a mas- 
sively upgraded version of his classic beat-'em- 
up, which he's talked about doing before... 

...Perhaps even more interestingly, Jez San 
recently revealed that Starglider 3 could well 
see the light of day. Argonaut still owns the 
rights to the name, preliminary design work 
has already been done, and it's just a question 
of finding the right deal. Keep your fingers 
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Rage hard! 



You may have already heard that the 
Liverpool-based development team 
Special FX - one of Ocean's top teams 
for several years - has been disband- 
ed. But you can't keep a bunch of 
good lads down, and the team has 
this month re-emerged as a stand- 




alone publisher by the name of Rage 
Software. 

Though Rage will continue to 
develop games for other software 
houses, the boys won't be working 
with Ocean any more and are cur- 
rently ploughing most of their 
efforts into developing an original 
game of their own to be published 
on the new Rage label within the 
next couple of months. 

It's a tasty little football game by 
the name of Striker, which promises 
to marry - for the first time, mind - a 
3D perspective view with fast, 
instinctive Kick Off-style payability. 
Like most of the other footy games 
that are being released to cash in on 
the European championships. Striker 
has a very contintenal theme, fea- 
turing 64 European teams playing in 
a giant Euro-tournament. It's got all 
the usual knobs - set-pieces, after- 
touch, fouls and no end of options - 
as well as a fine array of technical 
tricks based around the innovative 
3D viewpoint. 

Rage head honcho Paul Finnegan 
brought an early version down to 
The One's office this month for us to 




have a gander, and we were well 
impressed, let me tell you. 
Considering the problems that 3D 
soccer games have had in the past 
(i.e. being slow, boring and general- 
ly crap). Striker is suprisingly fast, 
fluid and playable. But hey, enough 
of this critical stuff - we'll save that 
until the full review next month. 

At the moment Striker is the only 
Amiga product Rage has in the 
pipeline, what with a company's first 
release often being a very make-or- 
break affair, but stay on this channel 
and we'll keep you informed of new 
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CeHus, Altus, Fortus! 




...Staying with the sequels, 
word reaches us of two more 
Number Twos coming your 
way before the end of the 
year. Hot from the success of 
the smart Project X (reviewed 
this month), Team 17 is soon 
to start work on the follow up 
to its first release. It's imagi- 
natively called Alien Breed 2 - 
work hasn't started on the 
title yet which isn't expected 
to appear until next year. Oh, 
and platform fans will be well 
chuffed to hear that Titus has 
started work on The Blues 
Brothers 2, also pencilled in 
for a release later this year... 

...After the phenomenal success of 
Sim City, Sim Earth and the new 
Sim Ant {due on Amiga soon), 
American developer Maxis is now 
rumoured to be busily working on 
the latest game in the series - Sim 
8ody. And yes, you've guessed it, 
it's a simulation of the human 
body. Expect plenty of complex 
strategy, with some tasty Fantastic 
Voyage-style visuals. As with all 
Maxis prouct, it should surface on 
PC first, but an Amiga version may 
well see the light of day before 
the end of the year. Incidentally, 
we hear that Maxis has plans for a 
whole range of even wackier Sim 
products - one of which Includes 
Sim Soap, a - would you believe it 
- simulation of the daily goings-on 
on the set of a popular soap 
opera! The mind boggles... 

...The European offices of pub- 
lisher Electronic Zoo have 
closed down for financial rea- 
sons, so you'll not be seeing 
any more product from THEM. 
The company, headed by ex- 
MicroProse boss Stewart Bell, 
got off to a good start a cou- 
ple of years back with its first 
product Battle Squadron (the 
sequel to Hybris) and also pro- 
duced the excellent underwa- 
ter arcade adventure Treasure 
Trap. Recent releases, howev- 
er, were not up to the same 
standard (Magic Garden? Oh 
dear) and its last game to 
actually appear. Under 
Pressure, was, it has to be 
said, a bit of a dog. But we're 
always sorry to see any pub- 
lisher go under, so our condo- 
lences go out to Stewart 
and all concerned... 



Psygnosis is planning to 
release a game based on 
the Summer Olympics this 
July, it was revealed 
recently. 

Although the project 
has no official title as yet, 
it's currently known simply 
as Olympics. It's not, how- 
ever, officially linked to 
the real Summer Games, 
which take place in 
Barcelona this Summer. 
That licence has already 
been snapped up by US 
Gold, which has its own 
interpretation planned for 
around the same time. 

Nevertheless, Psygnosis' 
effort is already shaping 
up to be a winner. The 
events to be featured in 
the game are the Javelin, 
High Jump, 100 Metres, 
1 10 Metre Hurdles and the 
Long Jump, and Psygnosis 
is promising that it won't 
be just another joystick 
waggler. The arcade 
events themselves employ 
a variety of innovative con- 
trol systems, and there's a 
full management section, 
where the player must 
train up his athletes in 




order to see them through 
the various heats and qual- 
ifying stages before mak- 
ing it into the finals. For 
the less cerebrally-inclined, 
there's the option to play 
just the arcade sequences, 
with up to four players 
taking part. 



Olympics' developers 
Teque London are using 
digitised graphics of real 
athletes to produce the 
authentic action, and pro- 
grammer Peter Jeffries (of 
Pit-Fighter fame) has spent 
a lot of time recently 
hanging suspiciously 



around the local athletics 
dub with a video camera 
to get the required 
footage. There's also the 
chance that some celebrat- 
ed real-life athletes will be 
making cameo appear- 
ances. 



FULL PRICE TOP 40 

1 PROJECT-X (Team 17) 

2 BLACK CRYPT (Electronic Arts) 

3 FORMULA ONE GRAND PRIX 
(MicroProse) 

4 A320 AIRBUS (Thalion) 

5 HARLEQUIN (Domark) 

6 SPECIAL FORCES (MicroProse) 

7 ELVIRA 2 (Accolade) 

8 SHADOWLANDS (Domark) 

9 ULTIMA VI (Origin) 
10TITUS THE FOX fTitus) 

1 1 CASTLES (Electronic Arts) 
12ROBOCOD (Millennium) 
13JIMMY WHITE'S WHIRLWIND 
SNOOKER (Virgin) 

14 ANOTHER WORLD (US Gold) 

15 PGA TOUR GOLF PLUS (Electronic 
Arts) 

16 LEISURE SUIT LARRY 5 (Sierra) 
17 POPULOUS II (Electronic Arts) 
1BPINBALL DREAMS (21st Century) 
19INDY HEAT (Storm) 

20 LEMMINGS (Psygnosis) 

21 LOTUS 2 (Gremlin) 

22 SPACE QUEST 4 (Sierra) 

23 OH NOI MORE LEMMINGS 
(Psygnosis) 

24 ALIEN BREED (Team 1" 



Month Ending 27th March 1992 



25 DIZZY COLLECTION 
(Codemasters) 

26 BIRDS OF PREY (Electronic Arts) 
27 COVER GIRL POKER (Storm) 
28HEIMDALL (Core Design) 
29 THE RAINBOW COLLECTION 
(Ocean) 

30RO8OCOP3<Ocean> 

31 PGA TOUR GOLF COURSES 
(Electronic Arts) 

32 LEANDER (Psygnosis) 

33 MICROPROSE GOLF (MicroProse) 
34AGONY (Psygnosis) 

35 SPACE GUN (Ocean) 

36 VIDEO KID (Gremlin) 

37 EYE OF THE BEHOLDER (US 
Gold/SSI) 

38 GATEWAY TO CAVACE FRON- 
TIER (US Gold/SSI) 

39WILLY BEAMISH (Sierra) 
40 STORM MASTER (Silmarils) 

BUDGET TOP 20 

1 RAINBOW ISLANDS (The Hit 
Squad) 

2 JAMES POND(GBH) 

3 F16 COMPAT PILOT (Action 
Sixteen) 

FIRST DIVISION MANAGER 



(Codemasters) 

5 KICK OFF 2 -GIANTS OF EUI 
(Anco) 

6 TOYOTA CEUCA RALLY (GBH) 

7 POPULOUS (Star Performers) 

8 PAPERBOY (Encore) 

9 ROBOCOP (The Hit Squad) 

10 MIDNIGHT RESISTANCE (The I 
Squad) 

11 THE JETSONS (Hi-Tec) 

12 FANTASY WORLD DIZZY 
(Codemasters) 

1 3 BATMAN - THE MOVIE (The Hi 
Squad) 

14Z-OUT (Kixx) 
15rrAUA90(Kixx) 
I6DALEY THOMPSON'S OLYMI 
CHALLENGE (The Hit Squad) 
17TUKBO OUTRUN (Kixx) 
18FULL CONTACT (Team 17) 
19 BUBBLE BOBBLE (The Hit Squad) 
20 CALIFORNIA GAMES (Kixx) 



The One's Amiga charts, both 
price and budget, are compiled 
MicroByte, with data gathered 
from 20 of the firm's retail outk 
around the UK. 




NEWS 



...From what we hear from up 
Sheffield way. driving game special- 
ist Gremlin looks set to continue its 
reputation as the king of the road 
well into next year. Magnetic Fields 
are currently working on the third 
instalment in the super-successful 
Lotus saga, entitled Lotus: The Final 
Challenge, which features a track 
designer and appears in July, while 
rumours abound that the early road 
routines for the official Nigel 
Mansell game are some of the most 
spectacular ever seen. It's out at the 
end of the year... 

...Can't wait for the first official 
glimpse of Kick Off 3? Well, you 
may have to, as chances are that 
Anco will not be doing any pre- 
views or in-development pieces 
with any magazines, right up 
until the reviews appear and 
the game is released sometime 
within the next couple of 
months. The reason? Ifs 
rumoured that Anco wants to 
keep its plans for the game, cur- 
rently being put together by 
Dino Dini, firmly under wraps, 
perhaps to ensure that no-one 
with a rival footy game is 
afforded the opportunity to 'lib- 
erate' some of K03's ideas for 
use in their own... 

...If you're still waiting for the tasty 
helicopter shoot-'em-up 
Apocalypse to appear you'd better 
get yourself a sleeping bag and a 
Thermos, we're afraid. Currently 
signed to Virgin after Mirrorsoft's 
collapse, the project is still languish- 
ing deep in Development Hell, due 
to lengthy legal wrangles over who 
the game really belongs to. 
Incidentally. Apocalypse's develop- 
er Strangeways recently disbanded 
for practical reasons, with the indi- 
vidual members now pursuing solo 
projects. However, it's still possible 
that programmer Jason Perkins and 
graphic arttsr Dokk may return to 
the game should the admin trou- 
bles sort themselves out... 

...With no less than EIGHT foot- 
ball games being released over 
the next two months to cash in 
on the imminent European 
Championships, it would seem 
that even the most insatiable 
footy fan would have more 
than enough to choose from. 
But if you still crave more, US 
Gold is releasing a soccer- 
themed compilation next 
month. The Lineker Collection 
unites the talents of US Gold's 
Italy 1990, Gremlin's Hot Shot 
and Footballer of the Year 2 
and MicroProse's International 
Soccer Challenge... 



Luvvies! 
Dahlings! 

Yes, it's that time of year again. The 
software industry's illustrious equiv- 
alent to the BAFTAs in the form of 
EMAP's Golden Joystick awards 
were doled out one more time on 
April 7th at the Hyde Park Hotel. 
London. The entire industry turned 
out in force, slavvering to see if one 
of their games had been voted the 
best by you - yes, YOU - the gener- 
al public. The event was hosted with 
considerable aplomb by quirky chat- 
show host Jonathan Ross and, well, 
what more could you need to know? 
Apart from the winners of course. 
So here you go. 



16-Bit Game of the Year: Heimdall 
(Core Design) 

Overall Game of the Year: Sonic 
the Hedgehog (Sega) 
Programmer of the Year: Archer 
Maclean 

Software House of the Year: 
Electronic Arts 

Best Graphics: Heimdall (Core 
Design) 

Best Soundtrack: The Secret of 
Monkey Island (US Gold) 
Best Simulation: Jimmy White's 
Whirlwind Snooker (Virgin) 
Best Coin-op Conversion: Toki 
(Ocean) 

See you next year! 




Got 25 quid burning a hole in your 
pocket? Then this is. beyond doubt, 
THE proverbial place to be as The 
One's elite reviewing team points you 
once more in the direction of the best 
games of the last few months. Games 
you really ought to own are... 

ANOTHER WORLD (US 
Cold) 

It's original, it's atmospheric, it's love- 
ly to look at... in fact Delphine's lat- 
est is quite simply one of the best 
action games we've seen in simply 
aaages. Guide hapless hero Lester 
through a surreal alien world made 
up entirely of vector graphics, bat- 
tling with baddies and solving chal- 
lenging arcade-orientated puzzles. 
Brilliantly conceived, superbly put- 
together and, for our money at least, 
an essential purchase. 93% 

MYTH (System 3) 

Another arcade adventure - it may be 
slightly more conventional, but it's 
none-the-less a top-notch combination 
of platforms n' ladders dexterity, 
exploration and hack-'em-up mind- 
lessness. There's not much depth to 
the general idea of leaping and bash- 
ing your way through each of the 
monster-infested levels, but who cares 
when the action is as much fun as this? 
It also happens to be very very violent 
indeed, with the main character 
blessed with more fighting moves 
than a ninja skinhead. And the graph- 




Happy Talk! 



Yes, yes, you've seen it all before. But 
we make no apologies for doing just 
one last news piece on Sensible 
Soccer's forthcoming football game 
- which is fast becoming the most 
previewed product of the year - 
before we finally review it next 
month. That's because a lot has hap- 
pened since we WIPped it. 

For a start, it's been snapped up by 
Renegade (not Ocean, as Ciaran 



Brennan reported innacurately last 
month - sorry, everyone). As a result 
of that deal, the game's finally got a 
proper name - it will appear as 
Sensible Soccer European Champions. 
And. in perhaps the biggest develop- 
ment of the lot, it's been revealed 
that none other than top pop star 
and computer afficionado Captain 
Sensible will be providing the music 
for the game! Good golly! 



ics are just so pretty. We love it to 
death.93% 

JOHN MADDEN AMERICAN 
FOOTBALL (Electronic Arts) 

Considered by some around the 
office to be the best sports simulation 
of any kind on the Amiga, there can 
be no doubt that it is definitely the 
top American Footy game going, it's 
an absolutely pristine conversion of 
the Megadrive classic, with fast and 
frenetic arcade action, instinctive con- 
trol, and enough options, strategy 
and plays to satisfy even the most die- 
hard fan of the sport. But what's best 
about is that even those who can't 
stand watching the real thing on the 
telly will have a great time'91% 

HARLEQUIN (Gremlin) 

Now this really is a little doozy. It's 
every bit as big, brash and bold as 
RoboCod, and a lot better in many 
respects. It's a basic old arcade adven- 
ture at heart, but It's absolutely 
packed to the gills with clever ideas 
and inventive little touches. It's an 
absolutely HUGE game, and undoubt- 
edly one of the slickest we've seen on 
the Amiga. If you can get your head 
round the game's seriously warped 
sense of humour, this 15 the product 
for you.90% 

SHADOW LANDS 
(Domark) 

Who'd of thought it. eh? But yes, 
Domark and developers Teque have 
shown those big American boys 
exactly how an RPG really should be 
done. Fast-moving, involving and 
spectacularly atmospheric, it knocks 
the Paxo out of the vast majority of 
the FRP dirge that crawls across the 
Atlantic to bore us half to death. The 
isometric viewpoint is a winner, and 
ifs friendly enough so that gamers 
looking for an easy route into the 
world of role-playing adventure need 
look no further than this little gem. 
93% 

FORMULA ONE GRAND 
PRIX (MicroPros©) 

We may have reviewed it way back in 
November, but it's only just made it 
onto the shelves - and what a corker 
it is! Miles better than every other 
raciny effort ever ever ever, Geoff 
Crammond's breathtakingly accurate 
simulation is both a triumph of tech- 
nical programming and brilliant 
game design. It's faster than you can 
imagine, more playable than you'd 
believe, and packed with so many 
options and tracks that you're unlike- 
ly to ever get bored of it. In fact it's 
so good that ... well, you get the 
general idea. Just buy it. 93% 



that was then... 

may 1990 




Computer 
Shopper 
Show 

Got an Amiga? Slap my wrists, what a silly question! Of course you 
have, or else you wouldn't be reading this quality tomel But any- 
way, seeing as we've established that it might not be such a bad 
idea for you to haul yourself down to the Spring Computer 
Shopper Show, which is promising to be a veritable Alladin's Cave 
of bargains for skinflint Amiga gamers. 

For the first time, an entire special area has been devoted entire- 
ly to the Amiga. Memory expansions, external drives, hard disks, 
joysticks, games... you'll find it all here at rock bottom prices. And 
to make visiting the show an even more attractive proposition, 
we're printing a handy coupon that entitles to a whopping ONE 
POUND off the entrance fee. The show is on at the Olympia 
Exhibition Centre between 28-31 May. So get your skates on. 



THE SPRING 
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LOOM 

LUCAS FILM WEAVES ITS SPELL 



Set time circuits to maximum! 
Activate vortex accelerator! All 
power to the continuum generators! 
Yes, gentle reader, The One's Time 
Tunnel is in operation once again, so 
journey with us now into the murky, 
inexplicable void that is the past. This 
time two years ago... woo-woo- 
oooh... 

It was a time of war... a time of 
legends... and most importantly, a 
time when Gary Whitta brought 
lucky The One readers the first ever 
look at what is now firmly estab- 
lished as one of the greatest games 
of all time - Kick Off 2. Yes. once 
again we led the way with the first 
real screenshots and development 
Information, all straight from the 
horse's mouth in the form of pro- 
grammer Dino Dini. When asked 
what he'd be doing after completing 
the game, Dlno replied "I might just 
pack it all in." Thankfully he didn't, 
as he's currently putting the finishing 
touches to Kick Off 3, due out soon. 

Not content with that, we also 
brought you exclusive first looks at 
Ocean's Battle Command. 
Mirrorsoft's Killing Cloud and Duster 
(the latter of which never appeared), 
Spindizzy Worlds and the very 
strange futures port sim Tribal - which 
eventually surfaced as Projectyle. All 
of them were Work in Progressed 
before anyone else even got a look- 
in - now how's about that for service? 

Our cover story was Lucasfilm's 
Loom - of course it's always a big 
story when the best adventure writ- 
ers anywhere in the world come up 
with a new product, but this particu- 



lar game unfortunately fell some- 
what below the company's usual 
standards. The problem? It was just 
too easy, and as a result Loom had to 
make do with a respectable, but by 
no means awesome, 80%. 

As it turned out, the rest of the 
month's releases weren't much bet- 
ter, what with the traditional 
Summer slump just starting to set in, 
although we did have a right old 
laugh with Activision's Hammerfist, 
Electronic Zoo's Treasure Trap (the 
month's highest scorer with 88% and 
a competition to win a year's supply 
of fish and chips) and - in particular 
- a very tasty and unexpected number 
by the name of Persian Gulf Inferno. 
By far the most horrendously violent 
game we've ever seen, it caught the 
attention of the team and had them 
furiously playing during lunch hours 
and after work to complete it. Which 
Whitta eventually did. as he often 
likes to remind us... 

In the News, we announced the 
long-awaited follow-up to Silkworm, 
as well as breaking the story that 
developers Core Design were to set 
up as their own software house - two 
years later and they're still going 
from strength to strength... Oh, and 
the outrageously long-awaited F-29 
Retaliator ACTUALLY, REALLY made 
it into the shops this month! 
However, after all the delays, the 
final version still suffered from seri- 
ous bug-problems. And, never one to 
string people along for too long, we 
came clean and admitted that 
CyberAssault 556 was in fact an April 
fool. 

This was also the month that the 
Golden Joystick winners were 
announced (this year's results are to 
be found elsewhere in the news). 
Game of the year was of course Kick 
Off. Software House of the year was 
Ocean, and the Most Original Game 
was Populous. Well done, lads! 

And that's about it for this turbu- 
lent month. If you've got a copy of 
the issue, you'd be well advised to 
hang onto it as, like the famous Issue 
One with the man Daley on the front, 
it's now become a collector's item, as 
this was the last issue ever produced 
in the 'old' style before the first rad- 
ical design changes, format splits and 
hullabaloo that transformed The One 
into the quality publication you hold 
today. Fills you with a sense of awe. 
doesn't it...? 
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THE ONE: Right then, let's get going. So what 
about the Amiga then, eh? 

PETER: The Amiga! I thought we were going to 
be talking about the STI 

JEZ: t thought we were doing the NES (Laughs all 
round). 

PETER: These days we only do ST and PCI 

ERIC: Yeah, and get someone else to do the 
Amiga version! (More laughs). 

PETER: That's right. We just do PC stuff, the 
Amiga's crap! 

JON: Will you be able to recognise all the 
different voices on the tape? 

THE ONE: Yes, we know everyone's voice off by 
heart. 

PETER: Oh, in that case it was Jonathan Hare that 
said the Amiga was crap. 

(The beers arrive at this stage, causing immense 
disruption). 

JEZ: Would the two northern programmers please 
return the crisps to the centre of the table? 

DAVID AND ARCHER (in unison): NORTHERN?! 

THE ONE: Shall we start again? How about - how 
is the Amiga going to do against the consoles? 

ERIC: Oh. not one of those boring CTW 
(Computer Trade Weekly) questions! 



Take seven of the most famous and talented games 
programmers and designers in the country, put them in a pub 
with The One's Gary Whitta and David Upchurch, add copious 
quantities of beer, crisps and chocolates, stir well and what do 
you get? Well, it goes something like this... 




THE ONE: Let's start off with Jez, because he's 
doing loads of console stuff. Obviously 
abandoning the Amiga shamelessly... 

JEZ: No, no, no! 

ARCHER: He's making porn films. 

PETER: He's stabbed the Amiga in the back. 

THE ONE: You are still doing Amiga stuff though, 
aren't you? 

JEZ: Yes, we just put out Amiga Birds of Prey, and 
Amiga ATAC comes out before the end of the 
year. We will continue doing Amiga software - but 
it probably won't be the first version that we do. 
And I think if you went round the table, everyone 
else would agree. 

PETER: I think throughout the afternoon, 
everyone's just going to say exactly the same as 
you do, Jez. 

ARCHER: Erm yes, I agree with Jez. 

ERIC: Yeah, we all agree with Jez Next question! 
(Laughs) 

JEZ: There's no way we'll be abandoning the 
Amiga, but we will certainly be abandoning the 
ST. 

MIKE: Is anybody here doing Amiga versions first? 
ERIC: Yep, we are. 
DAVID: Yes. 
ARCHER: Yes. 
JON: Oh yes. 



MIKE: That's four of us. 

THE ONE: Is the Super Nintendo going to affect 
the Amiga at all? 

JEZ: Oh, yes! It'll be very interesting to watch 
what happens this Christmas. I think the SNES will 
do really well. 

PETER: Who do you think will do best, out of 
Sega and Nintendo? 

JEZ: Welt Sega's already got a massive foothold 
over here, which will take a year or two to rip 
down. 

PETER: The Sega is a superior machine. 

JEZ: Well it's got a superior CPU. but it has less 
colour, less graphics and less sound. It takes a 
good programmer to cope with the lower CPU on 
the SNES, but the games will look and sound 
belter. 

THE ONE: We used to get a lot of calls in the ACE 
office from people asking whether they should 
buy a Megadrivt or an Amiga. 

JEZ: Well the Megadrive will sell more because it's 
cheaper and the games are more arcade based. 
But if you want to use your machine for other 
things, or play higher-end games, like the big 
flight simulations, that's obviously where the 
Amiga is useful. 

MIKE: But it's also to do with Amiga games being 
a lot easier to pirate, isn't it? That's the big factor. 

JEZ: Sales of console games are bigger than 
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Amiga games sales - and there's no piracy. 
PETER: Sales by volume or by value? 
JEZ: Both. 

PETER: Yes, I'd agree with that. 

ARCHER: We're all games designers here, and I 
think the question is - are we going to design our 
games around the hardware limitations of the 
Super NES, or are we going to start on an Amiga, 
ftt \i/ ana " ' nen tvy to make il work 




X 



^/ on a Super NES? 

' I JEZ: Well, most of the 



Megadrive games that come 
out of the UK are Amiga ports. 

ARCHER: Yes now. but what 
about in two or three years 
time? 



JEZ: Then, when programmers 
have had time to practice on the 
other formats, they'll get the 
best out of each machine. 



ARCHER: What I don't understand is why the 
people that put new machines and new hardware 
together don't talk to games programmers first. 

PETER: I agree with you, but that might not 
always work. Say a hardware designer comes to 
you and you tell them what you want their new 
machine to be able to do, and then they go to, 
say, Eric, and he has a different idea of what it 
should do. It gets very confusing. 

JON: I think the inevitable problem with software 
development is, by the time you've managed to 
master one machine, along comes another one. 

PETER: That's right. I mean I would say that I've 
only just mastered the Amiga completely. And 
now I've got lo go over to lead projects on the 
PC, and it's going to take me another year to 
understand that. 

ARCHER: I think I've just about got the C64 
sussed now. (More laughs), 

PETER: Going back to this Amiga/console thing, I 
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think that over the next few years consoles are 
going to become more like computers, computers 
are going to become more like consoles, and in 
the end they'll meet up. 

THE ONE: So what lies ahead for the good old 
Amiga then? 

JEZ: Well... you've got to bear in mind that 
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the Amiga was designed in 1984, and came oul 
in 85. So the design is seven years old. It's time to 
have a new architecture, and I think that any 
Amigas left in the market will be cost-reduced 
versions that will be more mass-market, while 
they're busy designing the next one. 

PETER: I would still argue that the Amiga has 
one of the most advanced designs on the market, 
even now. 

JEZ: Sure, but it's running out of CPU power 
compared to a 386 or 486 PC. 

DAVID: You could easily change 
all that just by putting a 68030 
processor in the standard Amiga. 

JEZ: Yeah, but Commodore 
don't sell it. They do the Amiga 
3000 but they don't sell a low- 
cost 68030 Amiga. 

DAVID: Ah, but what if they 
WERE to do a low-cost 68030 
Amiga? 

JEZ: The main problem is that 
the Amiga has a proprietary 
architecture, whereas the PC is 
open, and anyone can rip off the 
hardware and sell it cheap. And 
until Commodore make the 
Amiga non-proprietary, it's never 
going to have the same effect and no-one's ever 
going to improve it. 

DAVID: Surely a logical step would just be for 
Commodore to cost-engineer a low-end 68030 
Amiga? 

JEZ: Well I'm sure they've already got one in- 
house, but... 

PETER: It could be something like ten years 
away. 

JEZ: Yes, exactly. They're a very slow and stodgy 
company when it comes to releasing new 
designs. The design department's actually very 
good, but the marketing's useless. 

THE ONE: How well designed are the Japanese 
machines? 

PETER: Oh, very lousy. 

MIKE: It's like a historical design, isn't it? 

JEZ: Yes, they've inherited architecture traits 
from earlier machines that are very bad, and 
they're basically just built to scroll and move 
sprites around. If you want to do anything else, 
they're not conducive to it at all. 

MIKE: The Japanese have this very specific idea of 
what a "video game" is - "this is a video game. It 
consists of sprites and backgrounds and this is 
how we do it." 

ARCHER: Don't forget the cutesy music. 

JEZ: All computers are bitmapped, and all video 
consoles are character-mapped. If you just want 
to scroll things around, character-mapping is 
good, but if you want to do intricate detail, or 
3D. or sprite rotation, then character-mapping 
isn't so useful. 

JON: I think in terms of game design. I think the 
Amiga and PC are the two best machines to 
design on - the Amiga especially, because of the 
sound, for the Megadrive version of Mega lo 
Mania which we're doing now. we've had to take 
the speech samples down to the quality of the 
ST version. 
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JEZ: Oh, the Megadrive's got lousy sound. 

DAVID: One of the good things about developing 
for the consoles, though, is that you can choose 
whatever additional hardware you like and 
physically put it inside the actual cartridge. 
Obviously you can't do that on an Amiga. 

THE ONE: Isn't this whole idea of an Amiga 
console a bit of a backwards step? 

JEZ: I don't think that will work because it's too 
late. 

ERIC: What if they put a 68030 on it, or 
something like that? 

ARCHER: Why don't they just put all the existing 
Amiga hardware on one chip, with a 68030 in a 
little tiny box and sell it as a console? 

JEZ: That would be absolutely fantastic - a 
handheld Amiga. 

MIKE: They won't do it, though. 

PETER: Let's get this right. There's no chance that 
Commodore has of releasing a console. They 
haven't got the marketing. 

JEZ: You need billions to market a console. 

ARCHER: How's about this for a controversial 
question? Will the CDTV work out for 
Commodore? 

JEZ: No. 

THE ONE: It certainly hasn't done much so far. 

ARCHER: I think they're barking up completely 
the wrong tree, and it's going to cost them a lot. 

THE ONE: What about this bolt-on CD-ROM drive 
that's coming out? 

ERIC: Who's going to support that? 

PETER: It's all down to the software support, and 
round this table. Eric - or the Bitmap Brothers - 
are the only people who have actually produced a 
CD game. 



ERIC: Xenon 2. 

JON: We've produced one for the CDTV. 
THE ONE: What's that. Mega lo Mania? 
JON: Yeah. 

PETER: But that's it, basically. People are only 
going to spend £300 quid on a piece of hardware 
like that if the software support is there. 

THE ONE: How well did Xenon 2 do, 
then? 

ERIC: What, the CDTV version? 
THE ONE: Yeah. 

ERIC: Well... since Mirrorsoft went into 
administration... (More laughs) 

THE ONE: It's difficult enough even trying 
to find a CDTV in the shops. 

ARCHER: Me and Mike saw one in 
Tottenham Court Road I 

ERIC: The problem with CD access is just that it's 
so slow. Say, like, in Mega lo Mania, where the 
computer might say "do you want to join my side" 
or something. Now if the CD's sitting here 
(points), and that sample is... here, then jumping 
to that point can take seconds before you actually 
hear the sound. 

THE ONE: Right, that's enough of that subject for 
a bit. How about this one - who's got the best 
programmers? Us or the Americans? 

JON: I think it's fair to say that the Europeans and 
Americans have very different standards, simply 
because we're getting such different stuff. We use 
the hardware much more efficiently. 

JEZ: Most UK Amiga programmers will use 
Assembler and try their best to cram a big game 
into a small machine, and the Americans will just 
go to disk a lot more and write their games in 
bigger languages 

PETER: But is that such a bad thing?l don't 
necessarily think so. 

JON: Well, it causes the whole game to break up 
when it's on loads of disks. 

ERIC: It depends very much on the machine. 

JEZ: And also on the type of game - like if you're 
doing a strategy game, it doesn't really matter 
how much disk access there is, or how big a game 
tt is. 

PETER: So would you say that English 
programmers think more sympathetically about 
the hardware when they're designing a game? 

JEZ: I think they do, but the American argument is 
that English programmers produce more simplistic 
games. But I tell you one thing - American 
publishers put decent bugtesting in their games, 
and the English companies don't. 

ERIC: Yes. that's true. 

JEZ: With most publishers m England, you finish 
developing the game on the Friday and it'll be out 
on the Monday. 

JON: You do your own bugtesting, don't you? 
JEZ: Yes. 
PETER: Really? 

JON: We do all our own bugtesting as we go 
along. 

PETER: Don't you do any bugtesting at the very 
end? 

JON: Oh, we do. Wizkid's a good example. 
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Ocean's gol that now and are bugtesting it at the 
moment. 

JEZ: How many days testing will they do on it? 

JON: I think they've done about four months so 
far. 

ARCHER: I don't think I've ever written a game 
big enough to spend a month bugtesting. I sort 
of evolve, and things just happen during 
development. 

JON: The thing about Wizkid is that there's lots 
of hidden rooms and stuff where bugs might be 
hiding. 

ARCHER: I know that there's a bug in Snooker 
where a ball goes off the table. 

PETER; Isn't there a bug in the pockets? 

ARCHER: Yes, there's a bug in the pockets and I 
knew that was there before Easter, but there's 
this other bug where a ball goes off the table, 
and I know why it is. You know where the two 
planes of a polygon meet? The ball bounces off 
the first plane, bounces off it and goes round the 
back of the table. 

JEZ: You could have your polygons so that they 
actually go further than the edges of the table, 
that might help. 

ARCHER; Well it does actually do that, but... 
well, it's a bug. 

THE ONE: You're really into the whole 
playtesting thing, aren't you? 

PETER: Yes we are. 

MIKE: Playtesting's different from bugtesting 
though. 

PETER: We employ two full-time playtesters who 
are there testing all the time. We rotate one of 
them every two weeks. We get them from the 
local school. 

ARCHER: Ocean does that, or at least they used 
to. They'd send their games to the local school, 
and get a whole classroom full of kids playing 
them. 

PETER: That may work with a shoot'em-up or 
something like that, but it won't work with a 
deeper game. 

JEZ: We have in-house playtesters, but what we 
find is that they miss a lot because they're so 
close to the product that they'll probably only try 
the obvious things. There'll be something that 
somebody out there does with a game that will 
totally blow it up, because none of the 
playtesters had the idea to try it. 

PETER: That's why we have a new gametester 
in every two weeks. 




ARCHER: But if I was asked to ptaytest something 
like Populous II - no disrespect, Pete - 1 might have 
to sit there for six weeks with a game, even 
though I wasn't really interested in that sort of 
game. 

DAVID: The thing is, people will play a game, but 
they won't test it. 

PETER: Again, that's why we have one playtester 
who is trained in testing, who knows how to find 
bugs and tell me what's wrong with a game, and 
another who will just play it, and talk to me about 
what parts of the game aren't fun or aren't 
working for him. Okay, maybe 80% of their 
comments I'll throw away and ignore, but the 
remaining 20% I'll listen to and say "yes, that's a 
really good idea," or "yes, it is going a bit too slow 
there". I think that once you've produced a lot of 
programs, on different versions, you get stale 
about what makes a brilliant program and what 
doesn't make a really brilliant program. 

ERIC: You just want people to keep telling you 
how brilliant your games are. Peter. (Hoots of 
laughter) 

PETER: Yes, that's another thing, the ego factor. I 
just like people saying I'm brilliant all the timel 
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ARCHER: Did you ever take people who have 
absolutely no interest in games whatsoever, and 
got them to play yours? 

ERIC: Yeah, that's a real eye-opener actually. 

THE ONE: Well, it's often the layman who comes 
up with the best observations. A lot of it's just 
common sense, really. 

ARCHER: Yeah this is something I do, but 
sometimes people will say "why don't you do 
this", or "I expect that", and a lot of what they 
say is pretty unrealistic. 

MIKE: It's interesting when you get people who 
don't know games to play a 3D game, because 
they just don't understand what it is at all. 

JEZ: We've experienced that while developing 
games for the Nintendo audience, where they'd 
never seen 3D games before. We did this 
Gameboy game where we had to do a massive 
training mission that talked the player through 
everything they did. They're so used to seeing 2- 
dimensional scrolling games that they don't 
understand about looking "into" the screen. 

DAVID: We're just bringing out Elite on the NES, 
which is a difficult one. At the start it just 
launches you straight into a shoot'em-up as a 
practice. But the problem with that is, if you show 
it to two kiddies who are used to playing NES 
games, they say "oh, which shape am I?" They 
can't get the idea that the player is looking out 
from inside his craft. 

ARCHER: I think that shows that a lot of kids' 
minds have been slightly numbed. I've discovered 
that these kids want platform games that are 
basically the same as the last one they've played. 
As long as it's a new name, they'll play it to 
death. 

JON: We had a similar problem with International 
3D Tennis. We had the control system sussed, but 
because of the way the graphics were generated, 
they just weren't accepted - even though 3D 
allows you to do so much more with the game. 
People want sprites. 

THE ONE: Do you think that, having produced a 
lot of games, you've got to the point where you 
can easily identify the elements that make a game 
good? 

JEZ: I think you can head in the right direction, 
but you always need to be backed up by real 
genuine people who are telling you what's 
working and what's not. 

ARCHER: if you stayed in a locked room and 
produced the game completely on your own 
without anyone seeing it - well, it might be good, 
but I'd hate to take that gamble. 
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JEZ: You have to have input from the publishers 
and genuine gamesplayers. Just random people... 

ARCHER: But I don't like the publishers telling me 
what they want all the time. Just after I finished 
Snooker, somebody said they wanted 1 7 or 18 
players in the background, all walking forward 
individually! After I'd finished the game 1 

JEZ: The publishers know their market, though. 
They have a pretty good idea of what's going to 
sell. 

ARCHER: Most of the time though, it's some 
publisher that's never published a decent game 
before. Vou know, somebody like ""DELETED"**. 
Oops! Delete that! (General Laughter). 

THE ONE: Isn't it a bit like the film industry, where 
they dictate what elements a product has to have 
because that's what is popular? 

DAVID: The difference there is, with the film 
industry the producers decide "we are going 
to make a film about X", whereas with 
computer games we will take the game to 
the publisher. 

ARCHER: With each game I've done, I've 
more or less put it together before going to 
a publisher with it. 

THE ONE: There's a comparison though, in 
that a games publisher may say "let's do a 
Lotus-type driving game because we know 
they sell" in the same way that a film 
producer will get Bruce Willis because they 
know audiences will come to see him. 

DAVID: Yes, but that's a disaster. That's 
why we end up with so many similar flight 
simulators and so many tank games. It would be 
alright if they were spread out over a long time, 
but when they alt come in a clump, it's stupid. 
People don't want to have to choose between four 
different tank games all at the same time. 

ARCHER: What amazes me is somebody will pay 
something like a quarter of a million for a film 
licence, then pay £3000 plus 50p royalty (if you're 
lucky) to the programmer to actually produce the 
game. Why don't they pay us games designers a 
bit more, instead of just chucking out the same 
old crap? 

ERIC: Oh. I agree with you. 

THE ONE: Does it annoy you when a crap licenced 
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game comes out and sells really 
well regardless of how bad it is? 

ARCHER: Oh. there a lot of 
games that are sold on pure 
hype. 

ERIC: Just look at "DELETED*. I 
mean come on, what is that 
doing at the top of the charts? 

ARCHER: But the fact that 
completely original games can 
come out and suddenly hit the 
number one spot means that 
people are aware of the 
difference between a crap game and a good one. 

JON: What we're going to find. I think, with the 
big licences is that, while the established 
developers like all of us here are still going to find 
it relatively easy to get things sorted, new 
developers just starting out are going to have a 
really hard time. That's because the only games 
that are really successful now are the big licences 
and good titles from the named developers. 

THE ONE: Have you ever been offered a licensed 
project. Eric? 

ERIC: Yeah, it's not worth it. 

JEZ: We're doing one at the moment? 

PETE: What are you doing? 




V 



JEZ: I can't say. 

PETER: Oh no, you can't say "we are" 
without actually saying what it is. 

JEZ: Well, I can't say in front of the press 
but I can tell you later. 

MIKE: You did Days of Thunder, didn't you? 

JEZ: Yeah, we did Days of Thunder, and we 
also did Afterbirth. 

ALL: AfterWHAT?! (Laughs all round). 

ARCHER: Who's seen The Terminator on the 
Megadrive? 

THE ONE: That looks quite nice. 

ARCHER: Yes. it looks fantastic, but the game is 
so sort of... well, they could have done so much 
more with it. 

PETER: Has anyone played Robocop 3? Because 
that could be the exception. 

MIKE: That's not actually a film though, is it? 

THE ONE: Well not yet, but it's out soon 

MIKE: That's definitely one of 
the better licensed games, 
though. 

JON: Has anyone seen the Turtles 
coin-op and The Simpsons coin- 
op running side by side? They're 
both exactly the same game with 
different sprites! 

JEZ: Have you seen Another 
World? 

PETER: Yes, that's lovely. 

JEZ: It's very moody, very 
atmospheric and really well 
done. 

JON: The presentation on it is 
wonderful. I mean they've 

actually found a new way to I 

present that sort of game. 

ERIC: Sorry, what game is this? 

PETER: Another World. 

ERIC: Oh, I haven't seen that. 

THE ONE: It's lovely. It's certainly a lot more 
playable than stuff like Dragon's Lair, which it's 
been compared to. 

PETER: Oh, definitely. 

ERIC: What does it play like, Pete? 

PETER: It's alright, actually. The only slight 
criticism I have is that it's a little bit short. It's very 
atmospheric and really well storyboarded. 

JEZ: I agree, I think it's too short and too subtle. 

JON: It's actually very hard to get subtlety, and 
things like emotion and expression into a game. 

ARCHER: But the weird thing is, if you take that 
sort of subtlety out, people notice it's not there. 

THE ONE: Don't you find that it's often the 
smallest, most subtle graphics, like the little guys 
in Oids and Mega lo Mania, that actually have the 
most character. 

PETER: Yes, because your imagination fills in the 
gaps 

JON: Does Jimmy White actually play your game. 
Archer? 
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ARCHER: Yeah, he does. 

JON: Why didn't he play it on Gamesmaster? 
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ARCHER: Because he's not very good with the 
mouse. If you go round his house and watch him 
play, he actually gets good breaks. The angling he 
uses on the ball in the game is always exactly the 
same as when he's playing the real thing. That 
amazed me, because at least it means I've sussed 
it out right. 

JON: Is Jimmy a nice guy, then? 

ARCHER: Yeah, he's really alright. I thought he 
was going to be really "one photo session and 
that's the last you see of me", but it actual fact he 
rings up and says "you coming out for a drink, 
then?" I'm totally amazed by that. 

THE ONE: What was the first game you ever 
wrote, Peter? 

PETER: I'm not saying. 

THE ONE: Didn't you do some crap BBC stuff? 

PETER: Yes. I did a game in the second year of 
the BBC, but I'm not saying what it is. 

ERIC: Tell us, Peterl Tell us about A-Drum! 

PETER: Noooool 

THE ONE: What about your first, Jez? 

JEZ: The first game I ever did was called Skyline 
Attack. It was this Defender clone for the 64. 

DAVID: Oh yes, I remember that! 

THE ONE: Subject change! Here's an old favourite 
- piracy! 




"You've got to bear in 
mind that the Amiga's 
design is now seven 
years old. I think it's 
time to have a whole 
new architecture." 



PETER: I think the only reason why cartridges still 
exist as a format is because it's the only foolproof 
way to ensure your games won't be pirated * and 
even if they are, it can be stamped out very 
quickly. 

DAVID: Piracy, I think, is a big reason for people 
like us to go onto the consoles. 

PETER: To be honest, I don't think that piracy 
really hurts. I mean if there wasn't any piracy on 
the Amiga as of tomorrow, the sales of games 
wouldn't really be affected - seriously. It's 
because the people who pirate are people who 
would probably never buy a game anyway. 

JEZ: Well you don't know that because it's so 
untested. 

DAVID: As an example, we ran a competition for 
Elite a long time ago. The prizes were something 
like a thousand pounds, a trip to America, 
software and so on. We had a playoff with some 
20-odd people, and every single person said "oh, I 
thought the game was so good I actually bought 
a copy so I could send off for the competition." 

JON: They had it on pirate first? 

DAVID: Yes, but then they went out and bought 
it so they could have the entry form for the 
competition. 

PETER: If you've got a crappy shoot'em-up style 
game that's never been done before, then that's 
going to be pirated to hell - and it should be, 
because it's not even worth using this planet's 
resources to produce the game 



(Far right) 'How 
many fingers am I 
holding up'' frit 
trie* to make sure 
that Je* h.nnt had 
too much to drink. 

(Below) The beers 
and crisps start to 
pile up as the 
conversation gets 
interesting... 





THE ONE: Isn't it the case that more complex 
games like Populous are likely to be less prevalent 
on the pirate circuit, because players can be 
floundering if they don't have the manual? 

DAVID: Well with Populous it's not desperate. You 
could probably get through without any 
instructions. I think one of the ideals of game 
design is that you shouldn't need a manual. 

JON: When we did Wizball, ZZAP! gave 98% for 
presentation, and the 2% off was for the bad 
manual. 

PETER: I thought Wizball was a brilliant game. 

THE ONE: It's interesting, isn't it, how many 
sequels there are at this table? We've got Elite 2, 
Speedball 2, Xenon 2, Starglider 2, Populous 2, 
Wizkid, IK+... 

PETER: Eric is really the sequel king. Are you 
doing Cods 2? 

ERIC: No. 

PETER: Magic Pockets 2? 
ERIC: No. 

JON: What about Chaos Engine 2? 

ERIC: We haven't done the first one yet Jon. give 
us a chance! 

JON: Of course the most important thing about 
sequels is that they make money (Laughs), 

ERIC: With us, though, we make sure that when 
we do a sequel, it's not like the same person 
having to go back and redesign a game they've 
already done. So. for example, Steve, who did 
Speedball, wouldn't necessarily be the person who 
did Speedball 2. 

DAVID: I think the reason why we do sequels is... 
with Elite, we were restricted with what we could 
do because of the limitations of the machine. We 
actually started doing Elite 2 back in 1985, and we 
got the game into an almost playable state - 
which you saw, Jez. 

JEZ: Oh yes, you had shaded planets in it, didn't 
you? 

THE ONE: I remember about this. You just 
stopped. 



DAVID: We had spaceships flying about, 
filled planets. 

JEZ: This was on the BBC, wasn't it? 

DAVID: B8C and Commodore 64. 

JON: So why did you stop it? 

DAVID: We abandoned it because we 
decided it was too slow, and people wouldn't 
want it. The game idea was fine, but we 
didn't want to waste it on something that 
was running at five or six frames a second. 

PETER: So did you feel that with more 
machines coming out you could do it in the 
future? Because that's obviously what 
you're doing now. 

JON: Don't you think it's also a lot to do with 
your financial situation? (Everybody bursts out 
laughing) 

DAVID: You said that twice now! 

THE ONE: Will you stop talking about money, 
Jon? 

JON: The thing is though, Elite was so successful 
that, you know, a sequel... 

DAVID: The point is that we abandoned Elite 2 
originally because it wasn't good enough. 

JON: A lot of us, though, are in a position where 
we can't do that. 

DAVID: The thing about sequels, I think, there are 
many different styles. I mean you've got the style 
of sequel done by Ocean, who are really like a 
great big sausage machine - or at least that's the 
way I see it. There is the odd exception, for 
example RoboCop 3, but generally those games 
just aren't exciting. With Elite 2, the logical for 
that was to do properly all the things we tried to 
do with the original Elite, but then decided we 
couldn't. 

THE ONE: Is the Elite 2 you're working on now 
the same game as the one you scrapped? 

DAVID: The ideas are closely related, but the 
game I'm doing now is much more ambitious. 
Not just graphically, but in the way the gameplay 
works. One of the games that really impressed me 
as being different was Populous. It really stood 
out from the rest. 

PETER: Thank you 

DAVID: Whereas there are a lot of things where 
you say "ah. it's such and such a game with such 
and such tweaked." I get a lot of games sent to 
me free by publishers, which is very nice, but even 
then I can't be bothered to play most of them. 

THE ONE: Let's talk about reviews. Obviously it's 
nice when you get 90%, but do you get annoyed, 
or do you take it to heart, when a game gets a 
slating? 

ARCHER: I certainly do. 

JEZ: Yes, I do as well. I think that if a reviewer 
didn't concur with the rest of world opinion, and 
just said something to be different, or make a big 
headline, then it pisses me off. 




(Left and below) Two of 
the mom outspoken 
conference™ of the day In 
tine form, as Archer and 
Peter lay It on the line. 
Notice the tubtle way In 
which Molyenuu hat 
managed to edge the 
cusps over (o Ms section 
of the table... 



ARCHER: Bui who of us here have had a really 
bad review over the last three or four years? 

DAVID: I remember that the Archimedes version 
of Elite got a bad review in Acorn User. Now that 
magazine, during the course of the review 
brought up a few suspect facts, but something 
else that happened was that the game was 
reviewed in Micro User before Acorn User got it. 
and they gave it 1 00% - 1 think that they just 
didn't want to agree. 

ERIC: That happens quite a lot. Obviously when 
you do a game you take it around all the 
magazines. If you take it to Future to show them, 
they will say "so. er, what have EMAP given this 
game?" 

THE ONE: Really? 

ERIC: That's true, that situation will occur. 

JEZ: They're trying to make headlines by being 
different. 

JON: It makes it more interesting to read, as well. 

THE ONE: Do you think that some magazines 
enjoy being deliberately contrary with their 
reviews? 

EVERYONE: Yes. 

ARCHER: The people who write the reviews want 
to be seen to be taking a stand. 

JON: Do you remember ZZAPI from a few years 
back? If they got a game that was really bad, 
they'd just take the piss out of it, because it's 
funny. 

THE ONE: You had a fairly mixed reception with 
Magic Pockets, didn't you Eric? 

ERIC: Actually, there was only two magazines 
that went against it. ACE was one of them and 
Amiga Power was the other. 

JEZ: I think it's a lot to do with the tall poppy 
syndrome, where a magazine will spend ages 
building up a particular developer, and then when 
they get to the top, those magazines will be 
absolutely itching to knock them down again. 

THE ONE: How much does the feedback you get 
affect what you produce? 

ARCHER: I'll always pay very careful attention to 
the reviews, and what the punters say. 

JEZ: I think it's actually more to do with how well 
the game sells, but if I see kids playing a game in 
Toys R Us. or in the street with a Gameboy, I'll 
make a point of asking them what they're 
playing, what they think of it and so on. 




ARCHER: "Hello, my name's Jez. Come round the 
corner with me and I'll show you how to play that 
game properly!" (Riotous laughter) 

JEZ: Noooooo! I never say who I am or why I'm 
interested. 

PETER: I bet you don't! (More hoots of laughter) 

THE ONE: Do you listen to the kids Eric, when 
they talk to you about your games? 

ERIC: No, I say f*k off, and give them a good clip 
round the ear. (More laughs) 

PETER: The last time I saw Eric with some punters 
he was selling them autographed T-shirts for 
something like ten pounds eachl 

ERIC: Yes, but you bought one. didn't you Pete? 
(Even more laughs) 

THE ONE: Talking about developers, as we were a 
little earlier, do you think that we'll ever come 
around to the Japanese way of doing things, 
where they'll put 30 or 40 people on a project and 
spend six months designing before they even go 
near a computer? 

JEZ: That certainly works for them. I mean Super 
MarioWorld had 20 people working on it tor two 
years, and that's the most f"king brilliant thing 
ever. 



"When we do a sequel, 
we make sure that it's 
not the same person 
going back to redesign 
a game they've already 
written." 




THE ONE: Will we end up the same7 

JEZ: Well we're doing a platform game at the 
moment, which is completely different to 
everything else, and we've got eight people 
working on that right now. It's taking loads of 
people, not just to design, but also to program 
and produce the artwork. 
ERIC: Don't you think you lose a sense 
of direction, or individuality, when you 
have a lot of people working on the 
same game, though? 

THE ONE: Well you work as part of a 
team. 

ERIC: Yes, but it's a small team. 

JEZ: The thing to bear in mind, though, is 
that only one guy actually programmed 
MarioWorld. They have loads and loads of 
guys developing all sorts of little routines 
and graphics separately, and when that's 
all finished they give it to just one guy, 
who then writes the whole thing over 
again, but better. 

JON: What we've always done is have me and 
Chris (Yates) designing, so you have two designers 
with different opinions, and we disagree. 
ARCHER: So how do arrive at a compromise? 

JON: Because we understand each other's 
thinking. Chris will always go for something more 
arcadey, direct and helps the player, while l will go 
for something that's a bit more complicated. And 
then we just see what plays best. Every time the 
game goes on a step, we re-evaluate it, redesign it 
and go on. 

PETER: That shows in your games, that really 
does. It shows in the quality of the games. One of 
the reasons why we're all successful writers 
around this table is that we do play the games. 
There are a lot of games that never actually get 
played during development. 

At this point even more beers arrive and 
subsequently the conversational deteriorated 
rapidly to the point at which it became at best 
obscene, at worst unintelligible. After a few more 
quaffs, the crew set off for London's Trocadero 
(except Jon. who had to get back) for a few plays 
on the top new coin-ops, and a nosh at a local 
Vietnamese restaurant. Luwly Jubblyl 
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Newcomers Mirage are making loud noises 
about their initial batch of releases. The first 
game. Humans from Imagitec, may look like a 
Lemmings clone, but the people behind it claim 
that, for those who are willing to look a little 
closer, there's a lot more to it. 



■t's a great shame that this is a 
I Human League of prehistoric mis- 
Li fits and not the ace popsters from 
Sheffield who had a string of hits in 
the early 19S0's like. Still, you can't 
win them all. The question is, will 
newcomer Mirage's first offering suc- 
cessfully woo Amiga owners still ga- 
ga at the wonderment of Lemmings, 
or will it end up looking like a rip off? 
Mirage and developer Imagitec are 
quietly confident 

Although there's a good chance 
that you may not recognise the name 
Imagitec, it's more than likely that 
you've come across the firm's work. 
The output from Imagitec doesn't 
end with those Ultima conversions 
or the new American Gladiators 
game. Resident musician Barry Leitch 
has provided more video game 
soundtracks and sound effects than 
you can shake a stick at. In the past 
few years, Imagitec has handled the 
aural accompaniment to the Amiga 
adaptions of Silkworm, Switchblade 
II. Lotus II, Utopia and many more. He 
has a complete library of tunes and 




At Imagitec, designers and artists 
develop each game concept with 
detailed scripts and story boards 
before the programmers even get to 
brew the coffee. "This way, 
everybody has a clear idea of what 
they've got to do," explains Martin 
Hooley. 

(Right) Humans actually started life 
as a game design for the Atari Lynx 
handheld video games system. It's 
been called Dino Dudes and Dino 
World in the past. This is what the 
portable version will look like. 
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sound samples for explosions, 
squealing aliens, and so on. The firm 
wants to expand this side of the 
business and is currently putting a 
promotional audio tape together 
with extracts from best composi- 
tions thus far - but that's another 
story. 

Humans has been conceived and 
designed as a series of products 
charting the evolution of mankind. 
Like Star Wars and Indiana Jones 
before, this is scheduled to be an 
epic trilogy. As the leader of some 
Neanderthals, your task is to organ- 
ise this dopey bunch of cavemen 
and overcome a number of objec- 
tives culminating in the rescue of 
the tribe's Queen. 

One thing is for sure, according to 
the designers of Humans, prehistoric 
man is a real plonker. They can only 
just about walk, climb and pick 
things up. If you don't pay attention 
to every step and move, these guys 
will happily plummet to their death 
or end up a tasty snack for the near- 
est herd of hungry dinosaurs. 
Through your quick thinking and 
quicker reflexes, they must discov- 
er and manipulate a whole range of 
handy objects scattered around the 
landscape like fire, wheels and 
pieces of rope. 



Heaps of slapstick humour, so evi- 
dent in the cartoon classics like Road 
Runner and Tom & Jerry, shine 
through during the numerous spot 
animations inside the game. Humans 
is obviously attempting to even out- 
shine Lemmings in the cute-stakes. 
The comparisons are obvious, the 
differences a little more subtle. 
There aren't any strict do or die puz- 
zles, just objectives. 





Imagitec maintains the Amiga ver- 
sion of Humans will not be a watered 
down ST port. This is no idle promise, 
either. For the first time in the histo- 
ry of video games. Humans is being 
concurrently produced across every 
major personal computer and video 
games console available, ranging 
from the Nintendo Gameboy to NEC 
9601 (an odd PC clone popular in 
Japan) and, of course, Amiga. The 
team remains pretty modest about 
the achievement. Surprisingly, this 
is causing few, if any, hassles. In fact, 
Imagitec sees this ambitious method 
as positive advantage over the nor- 
mal practices of developing a game 
on a single format, then converting it 
over to other systems. Features are 
being fiddled to take full advantage 
of each host machine. "Parallel devel- 
opment works well because of our 
tight control over every process," 
confirms boss Martin Hooley. "It's 
still a long slog getting Humans fin- 
ished in time." 



(Left) Is our hero really the ancestor 
of Elmer Fudd? Keep your fingers 
crossed for the sequels to this wib- 
tkkling welease from those Imagitec 
wascals. The Age of Chivalry and 
Humans in Space will both introduce 
new objectives, hazards and various 
game system tweaks. 




Animated interlude sequences are 
rewards for solving objectives in cer- 
tain levels, for example, discovering 
fire or finding the missing Queen. 
Here. 'Dino the Dinosaur' bounces 
onto the screen and gives this geezer 
a lovely big kiss. 




Andy the graphic artist Is hard at 
work on The One's yummy cover disk 
demo. At least you won't have to 
strain your eyes looking out for little 
Lemming style creatures. Humans' 
sprites are a satisfylngly large 24x16 
pixels in size. 



There's none of that 
fancy Sony DAT stuff 
here, this room is a hi-fi 
junk yard. While comput- 
er musician Barry Leitch 
listens to the Sisters of 
Mercy and Allen Sex 
Fiend, his colleague 
Howie prefers fringe 
stuff like Spear of 
Destiny, The Men They 
Couldn't Hang and The 
Pogues. Sonically speak- 
ing, the boys use a spe- 
cially adapted version of 
Protracker on the Amiga 
for every project. 




PROJECT: Humans 
PUBLISHER: Mirage 

AUTHOR: Imagitec Design - Martin Hooley 
(Producer), Rod Humble (Came Design), Slick and 
Dave Hall (Storyboard Artwork), Dave Exile 
(Program), Andy (Graphic Design), Barry Leitch 
and Howie (Music and Sound Effects), plus sup- 
port from other designers and artists 
INITIATED: December 1991 
RELEASE: May 1992 
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Life's full of surprises, isn't it? For 
example, you didn't expect this 
first issue of the new The One to 
be as excellent as it actually is, did you? 
And you wouldn't have expected a 
company like Teque, which is best 
known for producing coin-op conver- 
sions for companies like Mtrrorsoft 
{R.I. P.) and Domark to come up with 
one of the best and most inventive 
original games of the year, would you? 
Well, like I always say, it just goes to 
show, Or something 

The isometric role-playing epic Shad- 
owlands could quite easily have been 
passed over as just another run-of-the- 
mill slice of dungeons'n'dragons may- 
hem but for one thing • PhotoScape 
Though some cynics may pass il off as 
a simple gimmick, more informed 
sources know that, rather than just 
being a nifty graphical trick for creat- 
ing a gloomy, moody atmosphere, Pho- 
toScape actually adds a whole new 




After the runaway success of its first RPG 
Shadowlands, Teque Software is taking its 
innovative PhotoScape™ system where no 
man has gone before. Gary Vtfhitta throws 
some light on the subject... 



Meet the gang Cos the boys are 
here... left to right. Dean Lester, 
Barry Cost as and Mark Anthony. 



dimension to the gameplay. Under- 
standably, it's a lightbulb that Teque is 
particularly proud of, which is why it is 
currently producing a second game 
using the system. 

Now although it may look a whole 
lot like it, and the title is a bit of a give- 
away, for publishing reasons Shadow- 
Worlds is definitely NOT the sequel to 
Shadowlands. "ShadowWorlds is to 
Shadowlands what Space Crusade is to 
Hero Quest" explains Dean Lester. 
Teque's Managing Director and also, by 
a happy coincidence, the game's 
designer. In theory it's a whole new 
game based around what is, more or 
less, the same display and character- 
control system. The most important dif- 
ference is the game's setting - gone are 
the hackneyed sword-and-sorcery clich- 
es to make for a futuristic, deep-space 
setting. The traditional axes and spells 
have been replaced by laser rifles and 



pulsar grenades. Bye bye balrogs and 
ores, hello horrible insectoid creatures 
from the darkest corner of the galaxy. 
"The main thing we're trying to do is 
get real Aliens-style tension and atmo- 
sphere," Lester explains. 

So what's the story? Over to graph- 
ics man Mark Anthony, who thought it 
up: "It's all set in this military weapons 
research institute based on a far-off 
moon. What's happened is. the com- 
munications systems have suddenly 
gone down and your team of space 
marines have been sent in to find out 
what's happened." Shortly after having 
landed on the moon, it becomes obvi- 
ous that the reason the radios went 
down is because the entire complex has 
been overrun by hideous killer aliens - 
and the only way to free the endan- 
gered colonists is to wipe out the slimy 
fiends. More shades of THAT film here, 
you'll notice. 



(Far left) Graphics man Mark 
Anthony hard at work (as 
usual, we're told). 

(Below) ShadowWorlds' charac- 
ters and faces are built up In 
almost exactly the same way 
as In Shadowlands. The spacey 
scenario has allowed for some 
clever extra additiobs to the 
graphics, however - when a 
character is selected, his radio 
mike slides down to indicate 
he's "on-line", and the lamps on 
the side of his helmet acually 
lights up when activated. 



%%%% 
%%%% 

%%%% 



ShadowWorlds' spacey setting has 
allowed Teque to radically rethink and 
enhance the PhotoScape system, so 
that it now behaves in a far more 
sophisticated way. with light portrayed 
as beams rather than the flickering 
pools of Shadowlands' torchlight. Each 
character's space helmet comes with 
an in-built light, so by simply clicking 
on somewhere in the room, you can 
direct the beam of light anywhere, to 
illuminate specific objects or just have 
a look around. "Like Shadowlands, 
you've got parts of the game that are 
pre-lit, like certain areas of the research 
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This early development background 
screen shows how certain areas of 
the weapons complex are illuminated 
by built-in electrical lighting In tradi- 
tional PhotoScape" style. In deeper 
parts of the base, where the electri- 
cal systems have been destroyed, the 
only way to see is with the helmet 
lights. 




lab and the alien landscapes, but other 
parts of the complex are derelict and 
have no power, which is where you 
need to use your own torches," Dean 
explains. Theoretically, the gloomy Pho- 
toScape system will be even more effec- 
tive here in this Aliens-style setting than 
it was in the dungeons of Shadowlands, 
with insectoid beasties breathing down 
your neck every step of the way. 

And of course, combat has been 
souped up. As the game is set inside a 
weapons research lab, there's no end 
to the experimental guns that players 
can collect." We're going for some real- 
ly big weapons. The guns work on a 




Yes yes, you RPG freaks needn't 
worry - though there's a lot more 
action than in Shadowlands, the role- 
playing element is just as important 
as ever. Just look at those individual 
character statsl 




We're not even going to bother to 
caption this one,.. 



two-part system," says Dean. "You can 
combine certain types of barrel and 
stock to produce different results, like 
high-power beams and scatter shots." 
Long-range weapons like these work in 
the same way as Shadowlands' magic, 
and light sabres have also been includ- 
ed to preserve the hand-to-hand com- 
bat element. Enemies come in the form 
not just of aliens, but robots, androids 
and other automated security systems. 

"Essentially, ShadowWorlds is still an 
RPG, but it's much more lren2ted than 
Shadowlands was. with a lot more 
action and blasting," claims Dean. "I 
think that with this game we're getting 
closer to the dividing line between an 
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arcade space game and a role-playing 
space game " Unlike the game's most 
similar rival Space Crusade, however, 
ShadowWorlds won't be mission based 
- instead it's presented as a single quest 
with different objectives to meet on 
each successive level. "I think doing mis- 
sions instead of a single objective leads 
to a more disjointed game," Dean rea- 
sons. 



In outer parts of the complex, the 
"outside world' is currently 
represented simply by a makeshift 
starfield made up from constantly 
repeated characters. For the finished 
version, we're promised a far more 
spectacular and realistic stellar back- 
drop. 
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PROJECT: ShadowWorlds (working title) 
PUBLISHER: Krisalis 
DEVELOPER: Teque London 

Dean Lester (Design) 
Barry Costas (Programming) 
Mark Anthony (Graphics) 
INITIATED: February 1992 
RELEASE: Autumn 1992 
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Millennium is hoping that James Pond is 
one character who'll run and run. Red- 
faced, puffing and panting, David Upchurch 
tries to keep up... 



Iven top international secret 
lagents need a little R&R from 
I time to time. And James 
Pond, slippery star of Underwater 
Agent and Robocod, is no different. 
Ah yes. sun, sea, sand... and sport. 
You see, Pond likes to do a lot more 
on his hols than sit on the beach 
with his fins up; his idea of relax- 
ation is competing for medals in 
weird soggy sporting events. And 
the name of this competition? Well, 
how about Underwater Olympics. 
No, sorry, try Bathelona. Hang on, 
it's... 

"Oh, Millennium ring me every 
week with a new title," laments 
programmer Steve Bak. who sounds 
just as confused as everyone else. "I 
think it's currently Aquabatics. It 
may well change again." 

In terms of gameplay Aquabatics 
is a welcome return to the kind of 
sporty games made popular years 
ago by coin-ops like Track and Field 
and Hyper Sports. "Yeah," admits 
Steve. "It's a waggler." By furious- 
ly rattling the joystick from side to 



side the player makes Pond run - 
more waggle, more speed - while 
well-timed taps of 'Fire' make Pond 
jump or throw, depending on the 
event. For those with a loathing of 
joysticks there'll be other control 
options. "I prefer keys to the joy- 
stick." ponders Steve. "You can go 
really fast with keys." 



So why put Pond in a sports 
game? "Because it's Olympic year!" 
laughs Steve. "Some bright spark at 
Millennium came up with the idea 
of James Pond Olympics and we 
thought 'Yeah, let's have some fun!' 
The emphasis is much more on 
James Pond than the Olympics; I 
doubt that the final game will have 
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(Above) Says Steve: "The hero Isn't 
always going to be James Pond. 
Sean's just finished drawing a big 
toad that runs around on two legs, a 
bit like Toad of Toad Hall. We might 
end up replacing Pond with him In 
the 100m Splash. 

(Top) Chris Sot mil. the man behind 
the original James Pond and Robocod 
games, is keeping a check on 
Aquabatic's progress. According to 
Steve, "Chris is supervising the 
graphics and making sure the game 
has that 'James Pond' feel." 

(Left) Aquabatics will take place sev- 
eral different sporting 'arena'. 
Planned so far are a beach, an island, 
underwater, Atlantis and even Inside 
a whale (the mouth of which can be 
seen here). "The big problem under- 
water is that most events rely on 
gravity for their difficulty and the 
aquatic setting screws this up," says 
Steve. "So although Atlantis is under- 
water, inside it's dry so the events 
carry on as normal. The same thing 
for the whale. It's a way of getting 
around the problem." 



a single event straight from the real 
Games. The important thing is it's 
got to be fun. I mean, I don't think 
there's Limpet Catching in the 
Olympics yet. Maybe next time." 

So tell us about 'Limpet 
Catching'. "You know what a limpet 
looks like?- Er... I think so. "Well, 
ours look more like clams. At one 
side of the screen there's a limpet 
generator which shoots out limpets 
that skid across the floor. The aim 
is flip them up in the air by jumping 
on the edge of the shells] and catch 
them. At the moment we're not 



TUNA TUNES 

Once again Richard Joseph 
is on hand to write the 
music and sound effects, 
but they may be slightly 
different to the catchy jin- 
gles of the previous Pond 
games. According to Steve: 
"Richard's not sure about 
continuing with the same 
style of tunes because he 
received unfavourable 
press about them. I think 
the public like them but not 
the press. I suppose they 
listen to them all day and 
get sick of 'em." 

STEVE'S STAR FISH! 

So come on Steve, what's 
your favourite fish then? 
"Oh, that's a killer, that 
is," replies Steve. There's a 
lengthy silences then Steve 
states: ""It has to be 
catfish, because* they're so 
damn ugly. It's like some- 
body drew them - you 
wouldn't think something 
like that could exist natu- 
rally." 



WORK I 



PROGRESS 




quite sure how he's going to catch 
them. He can't really collect them in 
his fins and a net's too boring. We 
definitely don't want to have any- 
thing normal." 

"Then there's the 100m Splash. 
You run off the beach into the sea 
and have to paddle like Hell. If you 
go fast enough you stay on top of 
the water but if you slow down you 
sink. The aim is to reach an island 
out at sea. There are buoys with 
strings of lightbulbs between them 
which Pond can leap up and try to 
smash for bonus points. But some of 
the bulbs are missing leaving 
exposed sockets and if Pond hits 
them he gets electrified." There wil 
be similar opportunities for skilled 
players to pick up bonus points in 
every event. 

"In another event there's a giant 
penguin who has to juggle furry lit- 
tle sea creatures and keep them in 
the atr. Actually, this may end up as 
a bonus event instead of a main 
event. A main event has to be a win 
or lose thing, qualify or not, but jug- 
gling doesn't really lend itself to 
that." 

Plenty more wacky events are 
planned, but Steve is unwilling to 
give to much away at the moment: 
"It's a secret." he says, mysteriously. 
Currently Aquabatics is a single-play- 



er game. You can practice the events 
in any order but to win medals you 
must complete them in a set order. 
"There may be two-player events," 
adds Steve, "where you play as part 
of a team and help each other. For 
example, in a rowing game one 
player would row and the other 
would steer." 

Pond's fans will be pleased to 
hear that in keeping with the previ- 
ous games there's plenty of off-the- 
wall humour. "We've got lots of lit- 
tle jokes planned," reveals Steve, 



"but I'm not sure how many of them 
people are going to get. for exam- 
ple, there's a Speedy Gonzalez-like 
character who sits in the back- 
ground with this big sombrero on. 
Every now and then he pokes his 
hand through a hole in his hat and 
waves. It's a Mexican wave. Get it?" 
It has to be said. Aquabatics cer- 
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Call yourself an Amiga gamer? More like a git! These days, it's just not good enough to 
plug a bog-standard Amiga 500 into your portable Ferguson and waggle away with the 
joystick from your old Atari VCS. Times change, and the Amiga men of the 90s know that 
to survive against the new wave of ultra-fiendish software, your machine must be super- 
swish and cranked to the absolute max. So step back and let Gary Whitta show you the 
way forward... 



■t's a sad bul true fact thai, of the 
■ estimated HALF A MILLION Amiga 
Bgames players in the UK. the vast 
majority are effectively playing with one 
hand tied behind their backs. It's all 
very well saying All Amigas Are Created 
Equal, but in these dangerous times the 
only way to shorten your odds of suc- 
cess in the cut-throat arena that is 
Amiga gaming today is to play with a 



decent bit of kit. That sad little beige 
box of yours needn't be so bland - with 
a little love, and some well-spent cash, 
your Amiga can be turned into a rock- 
ing and rolling games centre! 

And to help you create it, we've put 
together what we believe to be the ulti- 
mate Amiga games-playing set-up. This 
is the Amiga equivalent of James 
Bond's Aslon Martin - EVERY possible 



luxury has been included, to transform 
what was once just another computer 
into the Amiga from Hell. It's a bit like 
in those womens' magazines where 
they give some dowdy housewife a 
makeover and turn her into a glamour 
model for a day. Or something. 

The range of add-ons and acces- 
sones that have been designed to make 
your gaming life easier can be a bit 



mind-boggling, especially for new kids 
on the Amiga block, so tor each bit of 
kit we've chosen one model that we 
rate as the dog's danglies. If you follow 
this idiot-proof guide you can't go far 
wrong, and once you're all tooled up 
you can happily return to all those 
games that have been giving you gyp 
and show them how the worm has 
turned. Revenge at last! 



FEATURE 




SOME JOYSTICKS' 

Of course. Where would you be with- 
out your trusty friend through times 
good and bad, your old mate the joy- 
stick, eh? AH experienced gamers will 
tell you that a good joystick can often 
be the difference between life and 
death (on screen, of course - don't 
expect it to save you if a gang of skin- 
heads come running at you with bits 
of lead pipe). It's important that you 
get to know your stick - sleep with it 
under your pillow, clean it every day, 
give it a girl's name and so on - if you 
want to get the best out of it. One 
word of warning - keep well clear of 
those crap helicopter-style ones, 
because they are absolutely useless. 
The best types are those based around 
the same design as that old Spectrum 
classic, the Kempston Competition Pro, 
and any one of these comes heartily 
recommended. Of all them, however. 
The One has decreed the best to be the 
sexy all-black model of Powerplay's 
The Cruiser. It's got lovely dicky dual 
fire-buttons, a super ergonomic 
design, rubber suckers for tabletop use 
and a unique three-speed torque con- 
trol that adjusts the sensitivity of the 
stick. Oh. and don't forget to buy two 
- there's nothing worse than having 
arguments with your Kick Off 2 oppo- 
nent about who gets to play with the 
:rappy stick. 




WELL HARD! 

Now we're starting to move into the 
more luxurious items. A hard drive 
isn't exactly a gaming necessity, but 
they can come in jolly handy for 
adventure gamers. Some of the larg- 
er Dynamix and Lucasfilm adventure 
games, for instance, are so huge that 
the constant disk-swapping can real- 
ly get a guy down. Hard disk installa- 
tion is the answer - just copy all the 
disks into the little beige shoebox, and 
the whole game is there when you 
play it! No more tiresome disk-swap- 
ping, and the access time when new 
data is loaded in is considerably less 
painless. Admittedly, the vast majori- 
ty of Amiga games run quite happily 
without a hard drive, but it neverthe- 
less makes games like Leisure Suit Larry 
and Monkey Island infinitely more 
enjoyable to play. With prices running 
at about £350+ for a standard 40 Mb 
model, it's an expensive luxury, but 
hey - we are talking about the 
Ultimate Amiga here! 



NEW BALLS PLEASE! 

Once more we delve into the zone of 
more luxurious items but, like the girl on 
the Cadbury's Flake advert, we know 
that it doesn't hurt to splash out and 
indulge yourself once in a while. For the 
serious gamesplayer, a trackball is a 
handy device to have hanging around 
when you really need to give it some 
with the mouse. Games like Missile 
Command {which was originally 
designed for trackball) and many others 
which require fastti'turious mouse con- 
trol work a lot better with a trackball, as 
they're more responsive and less hard on 
the hands in the long term. Admittedly 
you're only ever going to use this with 
about 1% of games (with most, the con- 
ventional mouse is still the best option), 
but, like a smoke alarm, you'll neverthe- 
less sleep better knowing you've got 
one. By no means top of our recom- 
mended list, it's been included here for 
the sake of completeness - and also 
because we think they're a laugh. 



Now that's what I call an Amiga! For the pur- 
poses of practicality, we've worked from the 
most basic of foundations, the machine that 
most people already own - the 500 or 500 
Plus. So izzy wizzy let's get busy! Everybody 
hold on tight as we take you on a magical 
mystery tour of THE ULTIMATE AMIGA! 



tic. 



DRIVE ME BONKERS! 

Almost as vital as a 1Mb upgrade, a 
second disk drive is one of the essen- 
tial bits of kit you really cannot be 
without. Though 99% of games will 
run happily on a single-drive system, 
the degree or disk-swapping required 
by many multiple-disk products could 
drive a man to drink These days, even 
the most basic arcade games require 
two disks, and nothing destroys the 
atmosphere more than the action 
being halted for a disk change. Ooh, 
it can make you so mad! Connecting 
a second drive makes life soooo much 
easier- you'll feel like one of the 
geezers out of the sleepy Intercity ads 
• as well as allowing you to concen- 
trate on the game in hand, rather 
than constantly juggling bits of plas- 
tic. If you're a bit of a Richie Rich, you 
may want to splash out on more 
than one drive, ensuring that the 
likes of Monkey Island and Cruise 



For A Corpse cause you the minimum 
of hassle. With external drives selling 
for as litle as £50 a shot (or even less 
at the sad computer shows), it's one 
of the most useful and economical 
add-ons you can buy. 






FEAT 



U R E 




MEAN SCREENS 

Yes, I know it's difficult to believe, but 
there's still a large quantity of Amiga 
gamers out there who plug their 
machine into the telly via those horri- 
ble brick-like modulators. We don't 
like to tell you off. but this is simply 
not good enough. It's not that a TV 




display is unworkable - it's just that 
the colours always seem washed out 
and without the clean, sharp edges a 
monitor offers, small details (which 
can often be of vital importance in 
adventure games) can be difficult to 
spot. If you're at all serious about 
playing games, a monitor is absolute- 
ly essential They're all more or less the 
same, although the display differs 
slightly from model to model - most 
of them have a shiny, 'gloss' finish, 
like the original Commodore 1081. 
while others give a flatter, matt dis- 
play with less glow and a subse- 
quently slightly cleaner image. It's just 
a matter of personal taste really, 
although the personal favourite 
afound here is the Philips CM8833/II. 
which gives a right smart picture. 14" 
is the standard screen size, although 
if you've got money to burn (like 
upwards of a thousand pounds), 21" 
models are available. 

ACTION REPLAY 

Sometimes it's the little things in life 
that make all the difference - and 
Datel's Action Replay cartridge is no 
exception. Primarily used by develop- 
ers as a handy code monitor, it's 
equally useful to gamers as a way of 
entering pokes and cheats. You simply 
hit the magic red button to freeze a 
game in progress, tap in the relevant 
code, and when you go back to the 
action you've got infinite lives, ener- 
gy, weapons or whatever. More and 
more mags are printing pokes for the 
cart (including our good selves), mak- 
ing it more useful every month for the 
tips-conscious gamer. There's an extra 
bonus - the red freeze button can act 
like a universal pause button, allowing 
you to pop off for a cup of Tizer or a 
ride on the porcelain bus even when 
the game either doesn't include a 
pause mode of its own. Be warned, 
however, that due to certain shady 
pirate types using the cartridge as a 
hacking device, some developers are 
incorporating safety features into their 
games which means they won't work 
if the cartridge is plugged in. 



EEK! A MOUSE! 

"You what?" you say? "I've already 
got a mouse, thank you very much"? 
Well, that may well be the case, but 
the fact is that while Commodore's 
standard Amiga mouse is fine for 
everyday use, it's by no means ideal 
for controlling high-horsepower top 
games action. For a start it's a bit of a 
heavy beast - the rodent equivalent of 
a Volvo • and the buttons, though 
they have a good feedback, require a 
fair amount of pressure to click (par- 
ticularly when new), making games 
where speedy button-jabbing is 
required a bit of a slog. There's noth- 
ing worse than having to fiddle about 
to point at exactly what you want dur- 



ONE MEGABYTE 

Any Amiga gamer worth his salt 
knows that life just isn't worth living 
without this magical little piece of sil- 
ver cheese. Time was, when the Amiga 
first came out. a measly 256K was all 
you needed to run the crap vaguely 
game-like efforts that first appeared 
for the mighty machine, but these 
days you haven't got a hope in hell of 
getting the most out of your software 
unless your Amiga is throbbing with a 
massive Megabyte of storage power. 
1 Mb is fast becoming the games stan- 
dard (the 500 Plus has a built-in Meg), 
with the ratio of 1 Mb-only games get- 
ting bigger all the time - Birds of Prey, 
Heimdall and It Came From The Desert 
are just three examples of games not 
available to half-meg users. Also, more 
and more half-meg games come com- 
plete with additional graphics, sound 
and music that are activated when the 
program detects extra memory, there- 
by giving 1Mb users an extra treat. 
There are many types of memory 
expansion available, but they all do 
more or less the same job. Forget 
about the ones with the expensive bat- 
tery-backed clock {they're only used by 
boring sprocket-heads) and steer clear 
of the ones that just look like a green 
circuit board - you may need to slot 
the board in and out as some older 
games won't run with a Megabyte 
installed, and constant handling may 
damage the sensitive bits. Go for the 
one in the sturdy silver wedge-shaped 
casing (like the official Commodore 
one). With memory boards available 
for as little as £20, it isn't a luxury - it's 
a necessity. 



ing a pivotal point in a game of, say, 
Populous II and losing as a result. 
What you want is a slimmer, sleeker 
model, slung low to the ground with 
a featherweight chassis, like a Porsche 
911, The best bet, we reckon, is the 
Naksha mouse, which is super-light, 
has lovely easy-to-click buttons and is 
spot-on all round. Oh, and you have 
to have a mouse mat, as well - they 
make the world of difference. 




SOUND! 

In case you had forgotten, the Amiga 
has Stereo sound - so use it! Though 
most monitors have stereo capacity, 
the feeble speakers just don't do jus- 
tice to the machine's awesome sonic 
power. For the best results, you need 
to get hold of a hrfi- style stereo ampli- 
fier and a pair of speakers. All you do 
is forget about the monitor cable's 
built-in sound leads, pop out and buy 
a pair of phono-to-phono plugs from 
your local Tandy, connect the Amiga's 
sound output to the amplifier and 
away you gol Not only do you get 
much more effective stereo perfor- 
mance, but you'll also be able to crank 
the sound up to ear-splitting levels • 
perfect for those late-night shoot'em- 
up sessions. Real sound buffs may 
want to attach a second set of speak- 
ers for a real surround-sound experi- 
ence! Amps, however, don't come 
cheap - you'd be lucky to get a decent 
one for much under a hundred quid - 
and the speakers can cost a few bob 
too. An economical alternative is to 
connect the Amiga to the AUX/EXT 
ports of your existing hifi system, and 
use that as your amp. Alternatively, 
certain Amiga suppliers offer stereo 
mini-speakers with built-in amp for 
about £40 quid - although the output 
isn't quite as thumping as you'd get 
with a proper set of hifi woofers. 
However you go about it, once you've 
experienced your Amiga's sound in 
REAL stereo, you'll never go back to a 
bog-standard monitor again. 



DIAMOND GEEZERS! 

We'd very much like to 
thank Diamond Computers, 
who supplied us with their 
lovely shiny equipment for 
photographic purposes. If 
you need some Amiga stuff 
and are fed up with cheeky 
shop assistants barking at 
you, why not give Diamond 
a call on 071-580-4355 
(branches all over the place). 
They're great! >* 
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- 
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Please send cheque /PO /Access /Visa No. and expiry date to : 

Dept TH05, Trybridgc Ltd., 8 Buckwins Sq M Burn! Mills, Basildon, Essex. SSI 3 1BJ. 

Please state mahe and model of computer iv/ien ordering. P&P inc. UK on orders over £5.00. Less than £5.00 and Turope add £1.00 
f>er item. PJsneh eiv please add £2.00 per item for Airmail. These offers are available Mail order only.. Telephone orders: mon-Fri 
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Indiana Jones 4 


(US Gold) 


to 


JUalt UUcbl IV 
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Super Ski 2 
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(21st Century 






Entertainment) 


88 


Apidya 


(Play Byte) 


90 


Global Effect 


(Electronic Arts) 


92 


John Barnes Euro Football 


(Krisalis) 


95 


Fire and Ice 


(Ocean) 




THE SCORES 

All elements of our games are rated out of a possible 
maximum score of a hundred. But what do the scores actually 



mean? 




0-25 


Rubbish. Offensively low quality. 


26-49 


Below average. Not acceptable by today's 




standards. 


50-60 


Above average. But still plenty of room for 




improvement. 


61-70 


Fair to good. Lots of nice points, but in no 




way perfect. 


70-80 


Pretty smart. Above accepted standards. 


81-90 


Extremely good. Top notch impressiveness. 


90+ 


Simply excellent. Breathtaking. 



THE OVERALL SCORE 

Obviously, at the end of the day, when all is said and done, 
the Overall figure is the best gauge as to whether the game is 
any good or not. While representative of the elements, it is 
not an average of the other scores. That's why it isn't called 
THE AVERAGE. 



JIM DOUGLAS 

Jim has been yanking his crank over a wide 
variety of game styles this month. Project X 
proved to be right up his street, being one of 
the most excellent shoot-outs of late. He 
wasn't especially enamoured with Loriciels 
rather cosmic Psyborg but didn't quite know 
what to make of Pacific Islands. So, very 
much a month of ups and downs. Ho ho. 

DAVID UPCHURCH 

Only the best is good enough for Dave, which 
is why he ended up reviewing the finest 
games of the month himself. Indiana Jones 
and the Fate of Atlantis and Championship 
Manager were pretty solid entertainment, but 
the likes of Ultima VI and Fire & Ice sent him 
into a gamesplaying frenzy. If there's anyone 
on earth worth envying this month - it's Dave. 

GARY WHITTA 

Whit's ability to turn his hand to almost any 
aspect of games reviewlng'is now legendary. 
So we maybe weren't using his talents to the 
full by giving him two football games to 
review In the shape of John Barnes and Plan 
9. Still, Apidya game him the chance to 
become a wasp and shoot up a garden, so 
what has he got to moan about? 

JIM WILLIS 

Phew! Crazy Jim has simply been far too busy 
putting together all the layouts for the issue 
to snatch even a second to review any games. 
Or so he tells us. Next month, however, he 
promises to do his share and so we're getting 
a healthy pile of air traffic control simulators 
ready for him. / 
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Without a new film on the horizon, will 
US Gold's latest Indy adventure whip up a 
storm? David Upchurch finds out... 




It's 1938 and Indiana Jones is on 
the trail of thieves who have 
stolen ancient artifacts from Bar- 
nett College's museum. These are 
not just any old dusty relics - Indy 
believes they prove the existence of 
fabled Atlantis! 

Little does Indy know, but the 
fiends behind this foul deed are the 
hated Nazis, lead by the cunning Dr 
Hans Ubermann and the sadistic 
Klaus Kerner. They'll stop at noth- 
'ng to uncover the location of 
Atlantis and claim its secrets for 
their own, secrets which could give 
the Nazis power enough to rule the 
world! 

Accompanied by Sophia Hap- 
good, an old flame who has had 
similar relics stolen in bizarre 



First port of call is Monte Carlo, 
where Indy and Sophia hope to buy 
some Atlantean relics from antique 
dealer Alain Trottier, who also hap- 
pens to own a casino (I)- But to do 
that they need money and they've 
only got SSO between them. The only 
solution is to play the casino's 
roulette wheels. The tables are 
rigged, but once you fathom the sys- 
tem you can make a killing. 



circumstances. Indy sets off on an 
exotic around-the-world adventure. 
First stop: Monte Carlo... 
And so begins Indiana Jones and the 
Fate of Atlantis, based on the Dark 
Horse comic book of the same 
name. This may be the Action Game, 
with plenty of whip-cracking and 
fisticuffs to prove it. but there's also 
sufficient puzzling to keep the dust 
off your brain. It's smart stuff, and 
until the Lucasfilm Graphic Adven- 
ture makes this'll do more than nice- 
ly. Pass the hat and the whip - I'm 
off! 



No sooner have Indy and Sophia clambered inside the sub's conning tower 
than the alert sounds - the Nazis know they're there! The baddies promptly 
activate a series of bombs In an attempt to scuttle the sub - and Indy with it! 
Not only has Indy got to run around trying to defuse the explosive, he's also 
deal with agent Kerner, the nasty Nazi, who is determined to see Indy dead. 





IThe Nazis are stick- 
lers for security and 
have built a series of 
guard towers around the 
base. Indy's first task is to 
get past them. The tricky 
bit is avoiding the 
spotlights - if Indy gets 
caught in their beam the 
Nazis will riddle htm with 
machine-gun fire, rapidly 
draining his energy. 
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Having made the sub saf«. Indy and Sophia can steer it to any of tour Greek 
island, either of which may be the location of Atlantis. If the player has been 
doing his job properly, he should have picked up sufficient clues to tell him 
which is the right one. If not. it's a case of laboriously visiting each until suc- 
cessful. 



As in all isometric 3D games there can be moments when you're not quite 
sure what's foreground and what's background, but a quick whizz through 
the four camera angles (one for each 'corner' of the room) should soon make 
everything clear. 




Cash in hand, Indy trades with Trottier for the 
antique goodies. When a character talks to Indy 
or Sophia their statements are coded into icons, 
which the player then has to translate using a 
table provided in the instruction manual. 
Presumably this is some sort of copy protection, 
but since the player already has to type in a 
number from a code wheel at the beginning of 
the game why bother? 



A: 



^^^^^^^^^^^^^ 




Having bartered for relics with Alain Trottier, Indy 
learns that the Nazis are about to mount a submarine- 
based expedition to four secluded islands in the 
Mediterranean Sea which may be the possible sites of 
Atlantis. Indy determines that he's got to be along for 
the ride. And so, Ms Hapgood in tow, he tries to break 
into the Nazi naval base and slip aboard that sub... 





2 The gate is held 
shut by a hefty 
padlock, which 
even Indy's wirecutters 
can't clip through. 
Beating up the guard 
provides a solution to 
the problem - he's got 
a set of keys that fit 
the lock nicely. Indy 
and Sophia are in! 



3 Unfortunately 
Indy's less-than- 
stealthy entry has 
had repercussions - the 
base alert has been 
sounded, Much 
violence ensues as Indy 
and Sophia fight their 
way through the base 
in search of the hidden 
passageway to the sub- 
marine pens. 



4Hmmm, nothing 
here by the looks 
of things. 
Although the compass 
points the way to the 
pens, the wise player 
will take a little time 
exploring in search of 
items that may help 
Indy and Sophia. 



5A-ha! Sophia's 
high heels do the 
trick once again - 
a sharp kick to a suspi- 
cious-looking bookcase 
reveals the secret door 
to the pens. 
Unfortunately it 
requires a passcode 
before it'll open. Indy 
consults some Nazi 
documents he found 
earlier... 



6 Oh dear ■ the 
passcode Is made 
up of four digits, 
not two. Looks like 
Indy and Sophia didn't 
do enough exploring 
earlier, so back they 
go. And all the time the 
Nazis are closing in... 
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Each of the islands is populated by spear-wielding natives, some of whom 
have been turned against you by the Nazis. (Incidentally, aren't these 'Greek' 
natives a bit weird7 They look as if they'd be more at home in the Tropics 
than the Mediterranean.) Somehow Indy has to persuade the island's tribal 
chief to let him inside the sacred cave - only then will he know whether he 
has truly found Atlantis or not. 




Inside Atlantis at last! There are many strange things to see and do but, 
alas, some things never change - the Nazis are here In droves so there's 
plenty of opportunity to indulge in some good old fashioned punch-ups 
with the Stormtroopen. 



Although Indy IV has 
adventure-IIke aspects, 
the problems and their 
solutions are fairly 
straightforward - none of 
this "Use the fish on the 
kettle" ka-ka. For exam- 
ple, if you come across ■ 
barbed-wire fence then 
you simply select the 
wirecutters from Indy or 
Sophia's inventory, stand 
in front on the fence then 
hit the 'Use' key. Voila • 
one hole on the wire. 





The player can toggle at will 
between control over either Indiana 
Jones or Sophia Hapgood. While 
some may grumble at the inclusion 
of a mere girl on Indy's adventure. 
Sophia Is definitely a graduate of 
the Marian Ravenwood charm 
school. As you can see here, she's a 
dab hand (foot?) at the shin kick 
and her help is essential in some sit- 
uations, especially if Indy gets cap- 
tured. 




This little snapshot indicates which of the two characters 
the player is currently controlling, 



This window indicates the health or otherwise of the char- 
acter not under the player's control. If the wavey line turns 
from green to yellow then it means they're getting kicked 
about a bit, and you should go and help them out. If it 
turns red then they've been captured by the Nazis. 



I W A 



Although the in-game graphics are excellent (the sprites, 
though tiny, are well-drawn and animated while the back- 
drops are beautiful), the graphics for the intro are simply 
appalling, looking as if they were designed for an Amstrad 
CPC rather than an Amiga. 



(Left) One of Indy IVs key game elements is exploration - 
if you don't search every nook and cranny, you won't find 
special items (wirecutters. maps, passes and the like). And 
this would not be a good thing, because some of them are 
essential for successfully completing to the level. It's not 
quite as painful as it sounds, though - the thoughtful 
Nazis have stuck anything of worth inside bright green 
chests which are dead easy to spot. 





REVIEW 
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The compass needle always points to the current level's exit and 
spins wildly when you're almost on top of it. However, this handy 
help hardly makes the game a walkover - often you'll have to 
perform certain deeds or find certain objects before you're allowed 
to leave. 



Some levels are against the clock, the time left indicated by this 
watch slowly ticking round. When the needle goes into the red. 
you know you're in deep do-do. 



This thermometer thingy indicates health. The red line slow- 
ly shrinks as the character is worn down. If it hits rock bot- 
tom then they are immediately caught and slapped in jail. 





As Indy and Sophia approach Atlantis's Inner Sanctum things take a decided- 
ly gruesome turn for the worse when they encounter weird humanoidt, 
mutated by years spent in proximity to the mystical energy source that pow- 
ers the Atlantean's machinery. 



Indiana Jones Missing 

Feared held by Nazis 
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If either Indy or Sophia's energy bars fall to zero then they are automatically 
captured and imprisoned by the Nazis. The 'free' charater then has to mount 
a rescue operation. However, if both characters are captured then the game 
ends, with a final fateful newspaper headline marking their failure. 



THE VERDICT 

Up until now Indy may have been 
able to evade the Nazis but not, 
sadly, low-quality games. 
Lucasf ilm's adventure excepted, 
none of the earlier tie-Ins managed 
to capture the seat-edge excitement 
and tongue-in-cheek humour of the 
off-beat archaeologist's adventures. 
But at last US Cold have come up 
with the goods. Indiana Jones and 
the Fate of Atlantis is a real (whip) 
cracker! 

Graphically it's a strange mix of 
the rough (the garish intro and 
between-level pictures) and the 
smooth (the excellent sprites and 
backgrounds), while the sound con- 
sists mainly of a Indy-theme remix 
which entertains for a while but 
then grates badly. 

The opening Monte Carlo level is 
perhaps a little tco slowly paced 
and, frankly, dull - playing roulette 
is fun for a while but soon becomes 
tedious. Thankfully, however, things 
really hot up from the second level 
onwards, achieving an excellent bal- 
ance between puzzles and straight- 
forward whippin' and thumpln'. 

Still, quibbles aside, If you're as 
big a fan of the Indiana Jones 
movies as I am then you should be 
equally chuffed with this: It's one 
game even Indy would take his hat 
off to! 
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FUYABILITY 



At least you're saved 
from any boring key- 
board commands, 
unlike the previous 
Space Quest. The 
icons can be selected 
on the screen or by 
pressing the right 
mouse button to 
make your character 
walk, look, perform 
an action on a certain 
object, talk to other 
characters, show the 
last inventory item 
and activating other 
functions like saving 
the game or adjust* 
ing the level of ani- 
mation in the game. 



(Left) What's going on? Vou've got to 
be a real Sierra fan to get any fun 
out of this release. Everything in 
Space Quest IV is painstakingly 
drawn out and would test the 
patience of a saint. The computer 
spends much more time pulling data 
off disk than concentrating on the 
next inquisition or witty response 
from you. Will someone please 
inform Sierra that hardly any of us 
has got has got a hard disk and 
faster processor plugged into our 
Amiga... 



THE VERDICT 



r 



According to the goofy scenario on 
offer here, the Sequel Police believe 
Roger Wilco's exploits have gone on 
far too long. I couldn't agree more. 
| Do you ever get the feeling that 
somebody out there is pulling a fast 
one? Games bores keep on moaning 
about the great Sierra adventures 
and how a software collection simply 
can't survive without one- The slow 
pace and tiring humour of this latest 
production badly shows up such a 
statement as completely misguided. 
It's very disappointing, especially for 
those players who enjoyed the first 
three games. Even the music and sound effects are bloody 
annoying. Perhaps the occupation of the main character is a 
clue to the whole thing? A sanitation engineer should feel at 
home with this garbage. In fact, "It's really a pile", is the 
first thing Roger Wilco says when he sees his new surround- 
ings in Space Quest IV. You're not wrong there, matey! It's 
hard to believe this game is from the same publisher that 
brought us the brilliantly salacious Leisure Suit Larry. 
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Can the latest adven- 
ture from Sierra 
manage to beat off a 
combined attack 
from Lucasfilm and 
Delphine? 

Following the recent release of 
Cruise for a Corpse. Another 
World. Monkey Island 2 and 
Lure of the Temptress, the compe- 
tition for title of best graphic 
adventure is building up fast. Some 
are hinting that the Sierra way of 
doing things is past its peak. Sure, 
the graphics and sound are okay, 
but games like Monkey Island 2 
look tastier and are much more fun 
to play than. say. King's Quest V. 
Sierra has earned something of a 
reputation for squeezing every drop 
of potential salability out of their 
games by releasing endless sequels 
and other updates. Obviously, the 
backroom boys and girls in the 
company have also grown weary of 
the unscrupulous marketing depart- 
ment. So, in this release, they've 
attempted to parody themselves 
with a strange time travelling yarn 
where Roger Wilco actually arrives 
in the middle of Space Quest 12. 
Just what the heck is he doing 
there, and more importantly, how 
are you going to get him out of 
there... 




(Above) This game is pretty 
much unplayable unless you've 
got a hard disk. Waiting for 
each screen to be pulled off 
floppy disk is frustrating and 
totally unrewarding. Oh. by 
the way. you'll need two 
drives and one megabyte of 
memory to even attempt it. 
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REVIEW 





You'll not get anywhere In Britannia 
unless you talk to people, it's the 
only way to get clues as to what 
you're meant to be doing; without 
them you'll Just find yourself wan- 
dering aimlessly getting vary bored 
Indeed. It's all very easy - click first 
on the 'talk' Icon and then on the 
person you want to chat to. You can 
them ask them single-word 
questions. For example, to find out 
what a character knows about the 
gargoyles then you'd simply type in 
'gargoyles' and he or she'll spout 
forth. As a help the important words 
in a character's speech are highlight- 
ed, making rt easier for you to pick 
out things to ask them. 




/ 





Dave Upchurch pulls on his 
jerkin for a spot of delvin' down 
Origin's dungeons 

Big? Big!? You want big!!?f? Then try on Ultima VI for size, 
"cos it's bleedin' huge! Okay, so these RPG-type thingies 
always do lend lo be on the bloated side but with Ultima 
VI it's all getting just a bit ridiculous. Forty-two monster 
types to beat up, seventy-nine different magic spells to 
cast, hundreds of people to chat to and mile upon mile 
of countryside, dungeons and towns to tramp through 
make this no quest for the knock-kneed knovice knight. 
(Kofi) But - hey! - no-one said being a hero was going to 
be easy. 

As in previous Ultimas you play the Avatar, an all-too- 
normal man sucked through a mysterious moongate and 
thrown into the monster-stuffed medieval world of 
Britannia. Lord British, Britannia's noble ruler, needs help; 
evil gargoyles have emerged from the bowels of the earth 
and are slowly laying waste to his once-beautiful realm. 
You, poor sucker, have got to stop 'em, 

Fortunately you're not alone; your trusty mates Dupre, 
lolo and Shamino are along for a rollick. And you need 
their help too; without them you'll survive about as long 
as a fart in a hurricane. Are you up to the mighty task 
ahead? And is your Amiga? 




There's an old Britannia saying: "Warriors who stick 
together, live together." And true, your party's chances 
of survival are better when you're all in one group 
watching each other's backs. But sometimes, especially 
when you're trying to map a newly discovered area, it's 
better (and quicker) to send out a lone scout. You can 
switch to the other characters or reform them into a 
group at any time. Out of sight is out of mind, however, 
and it's easy to forget that the rest of the party ate still 
vulnerable to attack even when they're not on-screen. 
The wise player will keep an eye on the message 
window which'll inform him if anyone's In trouble. 




Thankfully character generation isn't just a case of rolling a lot of ran- 
dom mu mho jumbo statistics. Instead you visit a strange gypsy woman 
who asks you thorny ethical problems. Depending on your answers she 
pours liquid from various jugs (representing the Avatar's eight Virtues) 
Into a big cup. You drink the mis and - votla! - a new hero is born. 
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'"Ere, I hear something to the north- 
west," mutters lolo. 'Kin 'ell! A gang of 
trolls and a blummin' great cyclops! 
Combat is a quick and bloody affair (Just 
take a look at the inset piccy to see the 
mess left after this little punch-up). Your 
brave comrades can be sent Into battle 
by clicking on the crossed-swords icon. 
They'll Intelligently pick out a foe and 
attack using whichever 
weapons you've put In their 
hands on the inventory screen. 
You can also preset the way 
they'll fight, either risking 
themselves by furiously laying 
in or taking a more careful but 
less effective approach. You. 
on the other hand, get into 
the ruck by clicking on the sin- 
gle-sword icon then selecting 
an opponent in the play win- 
dow. Let battle commence. 






There are over seventy spells to mess 
around with in Ultima VI. each with it's own 
graphic special effect. To cast one you've 
first got to find a spell book and the right 
'ingredients'. The spells are split into eight 
groups or 'Circles'. The lower Circles tend to 
do pretty mundane but still important 
things h'he heal wounds or light a tunnel (as 
above, before ■ inset - and after), but the 
upper Circle spells arc far more awesome, 
allowing you to cause earth tremors, stop 
time or summon demons. Of course, spell- 
books with such knee-tremblingly brilliant 
magic in them are not just left lying around 
unprotected, so don't expect to be loosing 
off fireballs from Day One. 




THE VERDICT 

Initially Ultima VI is about as appeal- 
ing as a plumber's bum cleavage. To 
simply get up and running you have 
to decompact the game to four spare 
floppies, involving over half an hour 
of tiresome disk-swapping! Mmmm, 
very user friendly. (And you have to 
do this all over again if you want to 
generate a different character. Ugh!) 

The strain of squirting a game 
designed for a su pa -powerful PC 
onto an Amiga shows here and there; 
Ultima VI is not a fast game by any 
means and the frequent disk access- 
ing and swapping make two drives a 
necessity (unless you're the lucky 
owner of a hard drive, of course). 

But let's be fair: given Ultima Vl's 
incredible scale and scope it's a mira- 
cle that It made it onto the Amiga at 
all. There's no other RPC that comes 
within a mile of matching Ultima Vl's 
huge depth and amazingly real atmo- 
sphere. Although Origin have fallen 
into the cringe-making trap of lacing 
the text with Olde Engllshe' terms 
like "Thee" and "Dost", the healthy 
doses of humour make it all far from 
borlngly po-faced. 

With rumours that this'll be the last 
Ultima on Amiga, RPC fans should 
grab at the chance to experience this 
potentially ultimate slice of Ultima 
magic while they can. 
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So here we are in Lord British's castle, the 
first port of call for your intrepid band. 
What merry japes can we get up to...? 

1 So here he is: Lord British, the beardy- weirdy ruler of Britannia. 
Why he can't get up off his fat ermine lined butt and face the 
gargoyle threat is never made clear but he's the boss. At least 
he'll let rest in the guest rooms for the night. Thanhs. 

2 The jester is a happy soul but madder than Mr Mad. madman of 
Maddingley. You can plug him for information but all you'll got bach are 
stupid riddles and jokes. 

3 This is Lord British's bed chamber, with ensuite spell -ma king lab. (Where are the loos?) 
Castle security's lax so it's quite easy to nip in and nick some of his hit. 

4 Aaaah. home! Well, for now anyway. Lord British has left you a chest full of goodies to 
get you started on your quest. What a nice bloke! (Feel guilty about raiding his room 
now? I 

5 Food-aplenty here, so stoch up while you can. 

6 Ah-haa. the door to this area Is locked! What's hiding in here then? What lies behind a 
door is not revealed until you open it. All very mysterious. 

7 Going down for sewers, rats and caverns. The castle is made up of several levels, and 
the further you go down the nastier things get. 

8 These potions look interesting but what do they o*o? You can drink them but you 
risk wasting a good 'un or quaffing a shot of poison. Better try asking around. 
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All interaction with the game world (apart from moving) 
is carried out by clicking on one of the action icons in the 
bottom-right corner of the screen and then clicking on a 
person or an Item in the graphic window. No surprises in 
the actions possible - it's all 'Push'. 'Examine', 'Drop', etc. 
It's not the most elegant or attractive user interface ever 
seen, but it just about serves. 



There are two ways of moving about 
the game world. You can either 'click' 
on one of the likely-looking exits 
from the current location (i.e. a door 
or a hallway) or on one of the lit 
points of a handy compass thingy in 
the top-right of the screen. Vou then 
'jump' to the next handsomely-illus- 
trated place. 



The Ptan 9 game world is made up of several small 
clumps of locations. The only way of getting from one to 
the other (and thus progressing) is by using your 
sleuthing skills to uncover a lead in the form of an 
address. Then you can hail a taxi, give the driver the des- 
tination and then you can sit back and enjoy the (brief) 
ride to a new batch of riddles. 
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"My friends," says David 'Criswell' 
Upchurch, "Can you bear to know the full 
horror about Gremlin's off-the-wall film 
license?" 




Quiz any self-confessed movie 
bore and they'll probably be 
able to tell you a ton of triv- 
ia about Plan 9 From Outer Space. 
Applauded by connoisseurs of crap 
as The Worst Film Ever Made for its 
clkhed script, sheer ineptitude on 
every technical level imaginable and 
appalling acting that makes Beverly 
Hills 90210 look Oscar-worthy, it's 
not exactly the first film that springs 
to mind as ideally suited to the com- 
puter-game treatment. Still Gremlin, 
brave souls that they are, have given 
it a try. 

But have they? The game's plot, 
centring around a hunt for six reels 
of missing film, bears absolutely no 
resemblance to the film's 'zombies 
from outer space' tripe. Indeed the 
only links, title apart, is that the 
characters in the game bear a pass- 
ing resemblance to some of the 
more recognisable 'stars' in the film. 

Other than that all you need to 
know is that it's a visually attractive 
but rather dull icon-based graphic 
adventure. Now, roll 'em... 
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Many of the male characters resem- 
ble Plan 9 'actor' Tor Johnson, a hulk- 
ing Scandinavian who could barely 
utter a single intellegible word of 
English. Fortunately, Tor's binary 
look-alikes are a bit more coherent. 
Conversations are initiated by click- 
ing on the Talk' icon and then click- 
ing on a character in the game 
window. A list of three or four open- 
ing gambits then appear. You select 
the one you like best and then read 
the character's reply. 

(Below) Plan 9 has a very curious 
'mid-Atlantic' atmosphere. Take this 
place, for instance. From the outside 
it looks like a traditional English pub, 
but inside it's more like an Across 
the-Pond bar. And how about the fact 
that you pay for your rides In 
American Vellow Taxi Cabs with 
pound Sterling? 




THE VERDICT 
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Gremlin's decision to try and make a 
game out of a film famed for its 
sheer crappiness was always a bit of 
shaky one. Since the finished game 
has such tenuous links with its 
source material it would seem that 
Gremlin's game designers rapidly 
came to the same conclusion. 

Plan 9 biggest plus point is that 
disk swapping is minimal, something 
of miracle for a graphic adventure. 
However, the reason for this soon 
becomes clear: the plot is painfully 
linear. Play consists of solving the 
banal problems In one small set of 
locations so that you can move onto 
the next set. It creates a frustratingly ■ 1JI5TABILITY 
claustrophobic atmosphere, and the 
smugly humourous, 'clever-clever' 
text descriptions don't help things, 
either. 

If you take my advice you'll 
keep the video and chuck the rest 
away. The movie is 72 minutes of 
cheap-laffs entertainment which, by 
my estimate, is roughly 34 minutes 
more than you'll get from the game. 
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MEGADRIVE HYPER GAMING TECHNIQUE 




^ On December 6th, 1991, something 
unll happen which is going to change 
the face of computer magazines foreuer. 
The first issue of Britain's first 
Megadriue magazine mill hit the streets - 
it's name MEGATECH. 



In HEGRTECH youl find extensive, full-colour reviews of the latest Kegadrive titles, as vjell as huge playing guides 
and tips from Britain's greatest Hegadrive gamers. There will also be neuis of the latest Megadriue developments, both in 
Britain and in Japan and the If SR . 

But that's not all Ule can solve your gaming problems in the MEGflTICH Helpline, or keep you up to date on the scores you haue to beat In the "^"P^f"';' 9 ';^ 016 
with your buying decisions. 

Collect KEGHTEDl month b y month and you haue a complete encyclopaedia of Hegadnue gamin, knowledge urhich could turn uou into a Huper Play ei! 



HEGRTECH. 100% PURE MEGADRIUE. 100X PURE GflfUHG RCTIOH! 
HFCOTFru ic nnt an nffiri^l ^pna mihliratinn 
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Budda-budda-budda! Will seriously 
beefed-up guns, our hero screams 
past the deadly dropping stalactites 
through the underground caverns 
picking off the spinny cylinder ships 
of doom with little effort. Increased 
side-shooting ability is most useful In 
this stage where volcanic activity can 
lead to unprotected ship catching 
some undesired molten lava up the 
exhaust. 




Despite their demo-writing ori- 
gins, it was always clear that 
Team 17 were a different breed 
from the likes of The (tracking 
Krew and the Amiga Nutzoid 
Commandos. Unlike most of 
their contemporaries, they've 
kicked the tragic scrolling-mes- 
sage habit and have produced a 
shoot- 'em-up of incredible style 
and rollickingness. Jim Douglas 
stands and applauds. 

Funny how things change. About eight months 
ago, you couldn't move for space shoot-'em-ups. 
R-Type 2 and Super R-Type were largely to 
blame, spawning dozens of awful clones. If you'd 
asked anyone then if they thought there was room in 
their software collection for a left-to-right scrolling 
space blaster and the answer would have been a most 
definite "no". Now. however, things are a bit differ- 
ent. Having been swamped with tricky RPGs God-sims 
and strategy wargames. Amiga gamers have been 
rather poorly catered for in the action stakes. 

Team 17 have set out to satisfy the demand and 
have done a more excellent job than anyone could 
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So far, so good. Ah wait, now what's 
this? A giant mechanoid snake? 
Seems to be fairly harmless, just fly- 
ing along above my ship. Ooookl It's 
firing at me. Dive, dive, dive! 



Phew! Thank goodness the snake's 
cleared off. But what's that hole in 
the ground for7 Glump! Metal 
spheroid-style thingies, that's 
what! And there's blummin hun- 
dreds of ©ml (Mmmm, nice shiny 
reflections, though.) 



Bing-bong! The plane now boarding is the 
1415 flight to Hell and back. Please have 
your passports ready. 



have managed. Six enormous (and rather difficult) lev- 
els of mechanoid mayhem await the player as he 
guides his ship through the hostile environment of 
robot planet Ryxx on a mission to DESTROY! 

The Inclusion of two player mode, level skips, music 
options and a truly magnificent power-up system, 
although hardly original, showcase Team 17's abilities 
to take good ideas and polish them into true game 
enhancing features. 

From the cold spaceways of level 1, across snowy 
mountain ranges, through flooded tunnels and volcanic 
caverns, Project-X takes the player on a ride of unpar- 
alleled excitement. Sit back and buckle up! 




Crux II (Battle 
Class) 

Hunter Mk7 
(Scout Class) 



Hyperion 
(Cruiser Class) 







The weapons at the latter end of the power-up scale are 
powerful beyond belief, but tend not to offer the diago- 
nal protection that good old Guns can afford. Stages 
such as the Big Oroppy Things are ripe for power collec- 
tion, and are a positive boon to encounter, especially the 
loss of a degree of tooled-upness which occurs after the 
loss of a life. 

(Right) One of the good things about Project X is that 
you never quite know what particular type of mechanoid 
fiend you're going to battle next. Here, just when you 
thought you'd got the measure of your pincer-like oppo- 
nent and worked out his attack position, another one 
appears! Skimming low over the surface will keep 
you out of the path of the lasers but can end in 
nasty ship-scuffing Incidents. 






Etegads - things are 
going from bad to terri- 
ble! This little red-faced 

beauty is spitting all 
manner of homing mis- 
siles at me. It's all I can 
do to stay alive let alone 
blow the damn thing 
up. Why did I volunteer 
to go on this mission 
anyway? 



Jumpin' jeepers - a swarm 
of nuclear missiles. Hal My 
trusty plasma weapon is 
cutting them down like ■ 
scythe cuts down wheat! 
(Or something.) Looks like 
the way ahead's clear. I've 
made it. Now if only I 
could work out where that 
buzzing sound's coming 
from... 



Players skillful enough to complete a level (it's more of 
an achievement than you may think) get the chance to 
race at breakneck speed through a set of twisty tunnels. 

Excellent sampled speech tells you to "Go up" and "Go 
down" to help you through. The aim of this bit is to col- 
lect little round things which look rather like fruit Polos, 
In fact. Collect enough of them and an extra life is award- 
ed at the end of the bonus stage. 




Now. look. When have you ever seen a game look so 
much like a top space-fantasy painting? Never, that's 
when. The graphic artists at Team 17 should be heartily 
congratulated on their success in creating a selection of 
entirely different landscapes and enemies for the player 
to discover. From chilly mountaintops through robot 
landscapes and into volcanic caverns, the whole thing 
looks well smart! 
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es as something 
of an insult to a 
Joystick Jockey's 
prowess when he 
is continually 
blastes as some- 
thing of an insult 
to a Joystick Jock- 
ay's prowess 
whan ha is con- 
tinually blastes as 
something of an 
insult to a 
Joystick Jockey's 
prowess when he 
is continually 
blastes as some- 
thing of an insult 
to a joystick Jock- 
ey's protinually 
blast 



This is the sort of game the Amiga 
was made for; the purest form of 
instantly gratifying excellence ever 
seen on a computer screen. Project-X 
has absolutely no pretensions about 
It. So what makes it different from 
all the rest? Quite distinct from the 
rank and file shoot-'em-ups which 
are forever cropping up on the 
Amiga, this game has really had 
some attention lavished on it. The 
aliens have characters of their own, 
with continually surprising designs 
and attack waves. The power-ups are 
exciting and almost endlessly boost- 
able. The wealth of options available 
to the player make it as friendly and 
playable as any Amiga game to date. 
And the presentation is absolutely 
flawless, with excellent music, sam- 
pled speech and atmosphere-building 
intro scenes for each level. 

If you're a newcomer to the 
Amiga, this game is a perfect exam- 
ple of what the machine can be 
made to do. And if you're a 
jaundiced old-hand who thought 
you'd seen ft all, it'll open your eyes. 

Project-X Is simply fantastic. It's 
easily the best all-out Amiga blaster. 
In fact, for my money it's the best 
action game on the Amiga full-stop. 
And all this from a firm that were 
doing scrolly message demos a year 
ago. Major publishers should take 
note. 
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Oh, har har. It's alright being shot down by loads of deadly missiles, but It 
comes as something of an insult to a joystick jockey's prowess when he is 
continually blasted to bits by a big fish. 

(Below) Back to the eighties) Yeah, dig those crazy shiny things! The whole 
level may look like the old Ultimate logo, but it doesn't play in the slightest 
bit old fashioned. This Is right up to the minute vein-busting blasting for the 
90's boy! Check out the homing missiles for a start. Cunning little fellows. Up 
to four can be had. and they hurtle around, plugging the bad guys like good- 
'uns. 
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FOR FURTHER INFORMATION CALL AIR TRAFFIC CONTROL ON 021 449 6772 




The first comprehensive guide 
to PC Entertainment and more! 



review 



• en mp. 



Offering more than entertainment, 
PC Review tackles graphics, 
sound, hardware and productivity 
based software like m> other 
magazine can. 

EREE discs for you to sample the 
best in entertainment software. 

FREE supplements covering the 
best games by genre. 

Comprehensive reviews and 
qualified information about past, 
present and future software. 

I luge Shareware section 
■^C News section 
^( Buyers guide 

Packed with editorial about the 
ultimate in entertainment software- 
PC Review - available from all 
gpod newsagents SOW! 




SHADOWLANDS DOMARK 
pl4 SNIP TIPS 
| 15 HELP BUCK 

Aiieeee! Kill Zone! Yes indeed, two 
new words to strike terror into the 
very heart of the games writing 
community. Why? Because the Kill 
Zone is the location of the most 
excellent hints, cheats and maps, 
guaranteed to help you through the 
most tortuous and tricky stages in 
the hottest games of the moment. 
Month by month, the pull-out 
sections will build into an enormous 
and unsightly pile of 
paper/thoroughly useful tome of 
reference (delete as you see fit) 
detailing all the stuff that you really 
want to know about the most 
popular games of all time. 



In order to remove your Kill Zone supplement 
from the centre of the magazine, simply hold the 
section between thumb and forefinger, hold the 
rest of the magazine at the top and carefully pull. 
Voilal You now have a completely separate tips 
magazine. And all for free. Can't be bad. can it? 




By the Gods! There are 
times when even a 
born-again deity needs 
a little help, especially 



HEIMDALL 



if they're dabbling with 
Core's epic Viking saga! 
Never fear, 'cos here's 
The One to the rescue 
with some tips to help 
keep your crew of 
nutty Norsemen this 
side of the grave PLUS 
a complete tourist's 
guide around Midgard, 
Utgard and Asgard, 
with pointers on how 
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• Explore EVERYWHERE, open all • Scrolls marked H+Mhfcfe+f1 

the chests (except where warned in are 'Resurrection' spells. 

the guide later) and take and exam- - AB - D _ _ 

ine anything that isn't firmly nailed CUIVIB#% I 

down! • There's a huge variety of weapons 

• rinn't iisp 'Disarm Tram' ".cells to to trv out in Heimdall, some of 



peared. You can keep returning and 
leaving as many times as you want! 
« There's a great way to get money 
by the sackful. Go to the island 
where you have to pay a silver coin 
to enter and find the shop. Give 
Heimdall all the gold and the 
adamantite axe. Sell the axe and 
confirm the sale, then click on the 
sell icon again. The shop owner will 
happily buy the axe again! Keep 
doing this until the shop is full then 
buy back the axe. You should be 
rolling in it! 

DING! DING! THE 
VIKING TOUR 
SHIP IS NOW 
LEAVING FOR 
MIDGARD, 



to complete the three 
massive quests. 



You'll need a well-balanced party 
warriors and wizards to complete 



• Don't use 'Disarm Traps' spells to 
check out chests - it's a shame to 
waste a good spell when all you risk 
losing is a handful of health points. 

• When you upgrade to a better 
weapon get rid of the old one. 
because it just takes up valuable 
storage space. 



to try out in Heimdall, some of 
which do extra damage thanks to 
their ooky-n'-kooky rune-related 
properties. Here's a handy cut out- 
n'-keep chart of them with any dis- 
tinguishing marks and extra damage 
powers indicated: 



MIDGARD, 
UTGARD AND 
ASGARD... 

...So all aboard! The red numbers 
shown on the maps indicate the 
shortest routes around the islands to 



of warriors and wizards to complete 
the quests. The best mix consists of 
HEIMDALL {of course), a BERSERKER 
(beefier than an ox and twice as 
nasty), a WARRIOR (beefier than a 
slightly smaller ox and rucks like a 



storage space. 

• Circlets, charms, gold rings and 
amethyst and ruby keys are all totally 
useless, so either sell or discard them. 

• Drinking the various potions increas- 
es the characters' various statistics. 



WEAPON INSCRIPTION EXTRA 

DAMAGE 

Runic Axe M 1pt 

t 2pt 

Rune Sword ]/\ 2pt 



do everything you need to do to 
complete the game assuming your 
party is super-equipped right from 
the start. For you this won't be the 
case, of course. When you first set 

nut umi'll haua In fin a Hit nf (flrin- 



sugmiy smaller ox ana rucus line a 
good *un>. a WIZARD (a good back- 
up in the spellcasting department in 
case Heimy bites the big one), a 
BLACKSMITH (stronger than a really 



The ones iitm-iieu 
increase runelore by five points; 
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• To get rid of pesky dwarves, sor- 
cerors, trolls and giant rats use a 
combination of daggers, swords and 
axes. 

• Daggers and 'Ice' spells are best 
for beating spiders. 

• Use swords and axes to kill the 
manic monkey men. 

CHEATS! 

• There's a sneaky way to get a 
whopping great runelore rating 
while travelling around Midgard. Go 
to the island marked with a * on the 
map, kill the sorceror you find there 
and then nab the nearby potion and 
drink it (or take it back to your ship 
and give it to somebody else). When 
you come back to the island' the 
potion will have magically reap- 
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f for warning 
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on a long sea 



the ones la belled H 
increase strength by five points 



and the ones labelled A 
increase dexterity by five points 






This Dynamix epic isn't the toughest game to 
complete, but some of you appear to be hav- 
ing a bit of trouble with it. So here, for your 
delectation, is a complete solution... 



Before you start playing with Willy, 
there are a lew general points that 
you'd do well to remember: 

1 Always walk and teed the dog or 
you'll get into ter-rubble. (Oooh!) 

2 Playing with toy trains is good 
for a laff but whatever you do 
DON'T crash them together! 

3 If your dad asks you to do 
something then DO IT!! The results 
will always be to your good. 

Got that? Okay, then we'll begin.., 

Willy's first day is spent bumming 
around at school. There's not a lot to 
do here that'll benefit you later in 
the game, but some things you can 
try are trying to sneak out while Miss 
Glass is looking or sneaking out after 
she has set the essay (though there 
seems to be no way to slip past the 
Gym master). Oh. and remember to 
keep your nose clean and yourself 
out of trouble. 

The latter part of the day is spent 
chez nous (that's 'at home', to you). 
Be a good boy by helping Willy's 
mother with the vegetables. To treat 
the resulting cut put iodine on it first 
then cover with an Elastoplast. At 
dinner time, remember to feed the 
dog and mow the lawn if asked. In 
the time before beddy-byes have a 
nose around and grab the diary from 
Tiffany's room. 

At breakfast the next day pour 
Tiffany's cereal out for her and then 
wash the car. Go to the tree house 
where you'll meet your chums Dana 
and Perry. Get the comic and talk to 
Perry. Swap the diary for the base- 
ball card. Go with Willy's friends to 
the pizza parlour. 

At the pizza emporium buy the 
photo. When you have your run in 
with Biff persuade him to let you go 
to the toilet. Inside, remove the 'No 
Smoking' sign and when Biff barges 
in offer him the comic to let you go. 

Go to Sloeffer Park and buy some 
cola. Put Horny down and let him 



jump around. Feed him some cola 
and watch him go! Also try and get 
Gigi to come to the park. Explore for 
a bit but remember to be home by 

six. 

Once back home you'll come face- 
to-face with the babysitter. Follow 
her into the kitchen then once din- 
ner is ready go to the dining room... 

At dinner something very strange 
should happen! After the transfor- 
mation, go upstairs to the bath- 
room, get the aerosol and use it on 
the babysitter. Now go to Tiffany's 
bedroom, get the mouse from the 
cat's paws and return to the living 
room. Get the vacuum cleaner and 
then release the mouse onto the cof- 
fee table. When the time is right - 
you'll know - use the vacuum clean- 
er on the babysitter. 

Phew! The next day climb up to 
the tree house and get the fireflys. 
Now move onto the Olde Town via 
East Frumpton. Buy the T-shirt from 
the kiosk and get the lottery ticket. 
Get the coin from the fountain and 
use it to buy a ride to West 
Frumpton. (There is a simpler way to 
catch a ride but I'll leave that for you 
to discover.) On board the bus 





there's nothing to do but sit back 
and watch the animated sequence. 

Go to the Toothsweet Office to 
get a blank form. Go back to the 
motor launch and try to get on (you 
won't). How is poor little Willy going 
to get home? You can try poking 
around the Plumbers' Union and 
Sludge Works but to no avail. Go to 
the bar and try to get in. When the 
gang turn up throw the bomb at 
them first, then use the wrench on 



the water pump. Quickly run to the 
Office and ask the Japanese family 
for help. Eventually you should find 
yourself safely back home. Tired? 
You should be - go to bed immedi- 
ately. 

The next morning go to the tree 
hut again and give the T-shirt to 
Dana then head on to the jumping 
competition. Telling you how to win 
would be too easy... suffice to say 
that you should try tempting Horny 
with a little something. 

Upon winning, follow Horny as he 
hops into the building where you'll 
promptly be captured by the guard. 
To escape hypnotise the guard using 
the chain and dogtag and the cor- 
rect phrase from the manual. 

Run out then go to the launch 
where a boat should be waiting for 
you. Go to the house, enter and talk 
to Arthur. Sneak into the dining 
room and listen to the TV and the 
conversation between Lou and 
Lorna. Remove any loose items from 
the dining table and take the table- 
cloth. Go to the entrance hall and 
place the cloth around the suit of 
armour. Knock the armour down 
and pick up the helmet and map. 

Go into the kitchen. Throw the 
goblet at the cook - ouchl - and 
sneak up behind her. Pour the but- 
ter behind her (it's in the pan) and 



move the pot closet. Move back to 
the entrance of the kitchen then 
leap onto the conveyor. When you 
get to the cook, get down and place 
the helmet on her head. Release the 
frogs using the control panel then 
make good your escape. You'll gel 
captured but somebody should help 
you. 

Go home then set out for West 
Frumpton. Remove the radio from 
the boat and take it to the booth. 
Record the horoscope then play it 
back to Ray on the telephone. The 
numbers you need are written on 
the booth. (If you need more of a 
hint look closely at the buttons.) Go 
to the bar and pick up the lottery 
ticket and take the calendar from 
the bar. 

Go to the Union and get in 
through the window. When trying to 
get the security card you'll be dis- 
covered by lou. Use the plunger to 
stop him and get the card. Go to the 
Works and give the calendar to the 
men. Show the card to get past secu- 
rity and then enter the Works. Inside 
go to the control panel ■ open it and 
turn it on. Press the buttons in the 
proper sequence (written on the 
map). Turn the switch when the 
guards are on the bridge then exit. 

Turn on the panel then type 
TRAM to go to the conveyor belt (oh. 



and try to avoid the guards). Stanley 
will try and kill you with his hat. 
Duck at the right time then pick up 
his hat and hit him with it. Jump 
onto the piston when it goes up and 
you should find yourself in the tun- 
nels. Use the map to find the toilet. 

Now to save Willy's dad! Use the 
yoyo to knock Lou and Lorna over, 
then flush them away. Hurrah! 
Everything is solved and Willy 
becomes a hero - in more ways than 




WILLY 
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Best film tie-in ever!?!? Well, for what it's v 
the tin bonce of the metal man himself, wr+* 
compiled these top tips to give to us to gi* 




• Try to shoot when you're not mov- 
ing. While it's fine to walk in a 
straight line and pick off the baddies, 
turning and shooting is another mat- 
ter altogether - it's all too easy lo kill 
a few innocents by mistake. 

• It's best to take corners quick and 
wide, (hen straighten up and be pre- 
cise with your shooting. If you slow- 
ly edge around the corners you may 
be shot by a baddy you can't see yet. 

• Take out any grenades flying 
through the air and try to shoot bad- 
dies as soon as they appear, even if 
it entails some sharp shooting 
between the arms of an innocent 
bystander. 

• Smooth and precise mouse control 
is the order of the day here • try not 
to be too jerky and erratic in your 
movements. 



ON THE ROAD! 

• For faster driving and quicker 
acceleration try to avoid unnecessary 
swerving or turning. When you've 



taken a corner try to straighten up 
as quickly as you can. then acceler- 
ate without moving the wheel. 

• Stick to the tarmac! Short-cuts 
across the countryside may look 
quicker but they usually turn out a 
lot slower than a road route. 

• When trying to ram the escaping 
perps van smack into it as fast as pos- 
sible then after impact brake sharply 



by hitting the SPACE bar. This will 
keep the time you spend in range of 
the villains' guns down to a mini- 
mum, protecting your valuable effi- 
ciency. 

• If you lose sight of the target vehi- 
cle press F8 (which'll display both car 
and target together) to get some 
idea of which direction to take. 

• Connoiseurs of quality driving 



endorse the keyboard as the best 
way of accurately controlling the 
car. Think once. Think twice. Think 
KEYBOARD! For a sneaky aide 
choose the JOYSTICK control option 
but carry on using the keyboard - 
the handy automatic steering recen- 
tre will now kick in when you take 
your fingers off the keys. 



IN THE AIR! 

• The helicopters are the most press- 
ing threat as they're quick, manoeu- 
vrable and pack one Hell of a punch, 
so concentrate on downing them 
first. You can then pick off the 
ground targets at your leisure. 

• To get rid off the helicopters, fly 
straight and fast for a while. 
Lemming-like the helicopters will 
give chase. In one swift move brake 
to a stand-still and turn to face the 
on-coming 'copters. They'll try to 
match your speed and so just sit 
there in mid-air, allowing you to pick 
them off one at a time as you fall to 
the ground. Remember to pull up 
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In the police station go to the locker rooms as 
soon as you can while your efficiency is still 
high. In the larger rooms there are about four 
or five RcHabs all shooting at you at once - 
but don't fire back too wildly or you'll shoot 
the cops and innocents standing nearby. 





START i 



Use the hotel map to find the lift 
then use the audio bleeper to 
pin down which of the four 
floors MacDaggart is on. There 
are 17S rooms and only a limited 
time to search them 

ni I in. so don't waste 
valuable sec- 



looking 
around 
empty 




Alright, alright, so these guides and maps are all very nice but some- 
times what you really need Is an old-fashioned honest-to-goodness 
cheat to get you through those really tricky bits. And, by crikey, here it 
is. To make the Kevlar copper impervious to all damage simply hold 
down the right SHIFT key and type in THE DIDV MEN (with spaces) at 
the start of the section. Bear in mind that you have to re-type this 
when you start a new section. 
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SHADOWLAIUDS 



Fumble around in the darkness no longer! If 
you're having trouble getting started in Domark's 
excellent RPG then why not give these wondrous 
tips for the first five levels a try! 



THE WILDERNESS 

To start with collect all the apples, 
the sticks and the bow (which can be 
found to the far tight-hand corner 
of the woods); you'll need these 
later in the game. Follow the path, 
collect the two torches at the end of 
it and go down the steps into the 
dungeon... 



THE DUMGEOIU 

LEVEL 1 

Collect and extinguish all the torch- 
es you come across (do this as a rule 
so as not to waste their light). 
Collect the three silver coins. Move 
over to the door and pull the switch. 
Proceed through the doors. Collect 
the stick, the bread and the full 
water flask. When you encounter 
the skeleton kill it with the sticks 
and collect its empty flask. Drink 
from the nearby fountain (always 
drink from fountains whenever you 
can) and fill up the flask. 

Collect an additional flask from 
the hole in the wall by using the 
coins. Pick up the apple (always 



collect food). Look for a secret 
switch on the wall and push it. 
Collect the strength potion. Now 
open the lock with the key and leave 
a torch by the gargoyle (it's a light 
sensor) in order to open the double 
doors. Now walk through them. 
Leave a weight on the floor switch 
ahead and enter the room. 

Inside you will encounter a skele- 
ton. Kill it and collect the shield and 
chest. Now leave. Proceed around 
the corner, drink from the fountain, 
leave another weight on the floor 
switch and go through the double 
doors, avoiding the skeleton. Once 
at the doors pull both switches and 
proceed through. Collect the apples 
which can be found in a corner of 
the corridor. Once at the next set of 
double doors, try to avoid the skele- 
ton and place on character on each 
of the floor pads (it's also possible to 
leave a dead body on a pad. as it 
weighs the same as a live 'un). 

When the doors open move 
through. Pull the secret switch by 
the side of the small door, collect the 
light scroll and exit the room. Collect 
the key by the fountain and open 
the double doors with them. Kill the 
skeleton you encounter. Collect the 
chest and descend the steps to the 
next level, 

LEVEL 2 

Collect the key. Buy the light spell, 
pull the switch and proceed through 
the double doors. Pull the "Pull- 
switch (surprise, surprise!) and send 
only one character through the tele- 
porter. Collect the key lying in the 
corner. Have a drink. Pull the switch 
in the far corner and leave via the 
teleporter, 



Open the portcullis with the new 
key. Do not pull the "Do not pull- 
lever (sometimes you can believe 
everything you read!). Have a drink 
and collect the food. Throw any- 
thing over the middle pit onto the 
weight switch, which will cause the 
middle pit to be covered over. 
Extinguish all light (due to the light 
trap) and collect the chest from the 
alcove using the spellbook and the 
key. 

Exit the room in the following 
way: use the key on the portcullis, 
stand one pair of characters on the 
front switch and one pair on the 
back switch. The two characters at 
the back will be transported into the 
adjacent room - leave them there! 

Go through the now open door 
with the first pair of characters. 
Collect the chest and then stand on 
the weight switch. Now go back and 
free the other pair. Kill the skeleton, 
who has the exit key, and leave the 
room to rejoin the team. 

Kill both the skeletons and pull 
the secret switch which will open the 
next door. Collect the shield and go 
past the gargoyle in the dark. You 
will find two pits. Throw a fireball 
over them. This will activate a light 
teleporter at the end of the corridor. 
The pits will then disappear and you 
can proceed to open the lock and 
the portcullis. 
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Kill the Valkyrie with fireballs. Buy 
any item (the third chest is recom- 
mended). Go through the door by 
placing something on the weight 
switch. Recharge any depleted items 
at the altar (this can also be used to 
resurrect a dead character). Have a 
drink, pull the switch and exit the 











> 









room by pulling bolh switches on the 
outside of the door. 

Now either kill the Valkyries, col- 
lect the gold coin and open the next 
door with it or alternatively go right 
around and stand the characters by 
the sign "Says nothing. Reveals 
much." A secret wall will open and 
you must enter. Collect the chest 
standing at the end. Pull the switch 
to open the double doors. Send one 
character down the right steps and 
the others down the left steps into 
the next level... 

LEVEL 3 

Walk the lone character all the way 
to the fountain (which is also a dead 
end). Now walk the other three to a 
secret switch between the second 
and third wall torch. Do not bother 
with the floor switches. Push the 
secret switch and rejoin the single 
party member after the secret wall 
has opened and you have collected 
all the items. Carry on down the cor- 
ridor. Avoid the last floor switch as 
this will warp you all the way back. 

Make everyone read "This mes- 
sage is for everyone". Spend your 
coins and collect the chest - it takes 
a while to appear so hang around. 
Stand three of your party on the 
three floor switches. They'll be kid- 
napped but don't worry, you'll rejoin 
them later. Check each of the three; 



one of them will have to kill his cell 
mate. Once in the cells, look out for 
rats. Food and water is available and 
can be obtained by collecting the 
key by the doorway to the "Bread 
and Water" cell. 

Take the free character, collect 
the key that has appeared, open the 
leftmost door and take the 



'Waterball' spell. Have a drink and 
continue down the corridor. Go 
through the small gap in the wall, 
which is the first gap to the charac- 
ter's left, and kill the firedemon with 
the Waterball spell. When he dies 
one cell will open and one of previ- 
ously imprisoned characters will join 
you. Leave the room the same way 
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the door). Exit and turn right. Put 
the cell key in the lock and enter the 
dining room. 

Pull the switch in the corner 
which will open the door. Buy some 
food and get the chest. Have a drink. 
Now enter the Master Switch Room. 
Whatever you do, DO NOT PULL 
SWITCH #4! (it'll let all the monsters 
in). Kill the minotaur. Use switches 
1. 2 and 3 to open rooms and collect 
the key (send someone in and wait 
for the key to appear - do not 
'choose' the key). Use the key on the 
last room and descend the steps to 
the next level. 





LEVEL 4 

Open the door by using the switch. 
Send one fighter into the room. The 
photoreceptor will 'see' him and will 
open the monsters' doors. Try and 
let each monster out one at a time. 
Kill them and keep an eye open for 
any firedemons as they will let all 
the monsters out at once. 

One of the firedemons carries the 
exit key. Kill him and get all of the 
group through. Spend a coin and use 
the altars. Buy refreshments then 
send men into the teleporter. leav- 
ing an item on the floor switch. 
Extinguish all lights and exit through 



To solve the next corridor two 
teams of two men are needed, as 
each team helps the other to 
progress further. Use the following 
combination: 

Switch 1 closes Pit A 
Switch 2 closes Pit B 

Get everyone through, stand togeth- 
er on the floor switch and walk 
under the portcullis. Go to the 
"Mystery Tour" switches and get 
each character to pull one switch (A, 
B, C or D) each. Depending on where 
each character ends up do the fol- 
lowing: 

A - Light both photoreceptors. 
Keep light away from the doorway 
as invisible receptors create a 
skeleton. Collect the key. 

B - Collect the key, extinguish all 
torches and exit. 

C- Collect the chest, kill the 
skeleton and leave all items on the 
"Please give generously" slab. Go 
through the door and proceed 
through the second door. (N.b. NO 
items can be carried through but 
don't worry - you'll get them all 
back outside.) 




D - Collect the chest. Throw a 
fireball in the direction of the 
arrow. It will warp X-Y-Z and the 
door will open. 



Use the collected keys on the 
three locks, wait for the doors to 
open then proceed down the steps 
to the next level... 






THE SIMPSONS (Ocean) 

Is Bartholomew J causing you no end 
of grief? Well thanks to us. you no 
longer be an underachiever and 
proud of it. Simply type in COW- 
ABUNGA on the title screen for Infi- 
nite lives throughout the game. And 
if that's not enough for you. type 
EAT MY SHORTS on the same screen 
for the ability to skip levels with the 
number keys. Aye Caramba! 

WAVY SEALS (Ocean) 

No messing anout here - just type in 
PSBOYS on the title screen to receive 
infinite credits. 

WOLFCHILD 

(Core Design) 

A trio of quick cheats for this top- 
notch platform blast • on the title 
screen type in THE PERFECT KISS, 
and you'll find that all your power- 
up weapons have infinite ammuni- 
tion. Alternatively, typing in 
SOULPSYCHE0ELICI0E (a line from 
an abscure Prince track) will award 
you infinite extends. Finally, why not 
try ITS NOT ALL WALKING during 
play to activate a Rick Dangerous 
style level skip facility. With this 
active you can skip past any level 
completed in a previous game. It's 
worth remembering that these 
cheats are exclusive, so only one of 
them can work at a time. 




ALIEN BREED (Team 17) 

Yes indeed! A veritable constellation 
of cheat modes here for this top 
blaster. To activate these, simply log- 
on to the Intex computer on Deck 
Two and type in the following for 
the relevant effects: (PS, sorry about 
the rudey ones, those Team 1 7 guys 
are just such a wacky bunch and you 
may like to skip this bit if you're of a 
nervous disposition). 




• I CANT BE ARSED TO PLAY THE 
FIRST LEVELS - Skips to Level Three. 

• IS IT TRUE THAT ALIENS SUPPORT 
MAN UTD - Makes the aliens weaker. 

• PISSED AS A FART - Special come- 
dy drunken model 

• THE IRAQIS MADE THE WEAPONS - 
Makes the player's weapons rather 
crap. 

• SALMAN RUSHDIE PLAYS ALIEN 
BREED - Makes the player invisible. 

• BEWARE ALIENS SPADGE HAS 
DROPPED ONE - Makes aliens run 
away from the player. 

• PITBULLS ON THE LOOSE - Makes 
the aliens extra nasty. 

• ALIENS ARE FAGGOTS Gives the 
player infinite health. 

• PUFFNUTS MODE - Makes the 
aliens slow. 

• BEN JOHNSON TRAINED THESE 
ALIENS - Makes the aliens fast. 

For an extra laugh, you may also like 
to try typing in GAMESX. FULL CON- 
TACT. LEEDS, SPADGE, GALLUP. LIV- 
ERPOOL and NEWCASTLE BROWN for 
various comedy messages. 




TERMINATOR 2 (Ocean) 

Chill out Dickwad and type in this 
cheat and you'll be able to say 
"Hasta La Vista. Baby" to your game- 
playing problems! Pause the game 
during play, then press every func- 
tion key from Fl to F10 consecutive- 
ly. Now upause the game by press- 
ing fire and you'll be able to skip 
levels simply by hitting ESCAPEI No 
problemo! 

LAST NINJA 3 (System 3) 

Use these codes on the high-score 
table to skip to the corresponding 
levels: 

1- SUSS 

2- IMED 

3- URTI 

4- BASD 

5- NOUS 

6- RERO 

RUBICON (21st Century 
Entertainment) 
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Press SPACE to pause the game, then 
type in THE REAPER for infinite lives. 
You can also select weapons by 
using key Fl through F7, while F10 
recharges them automatically. Oh. 
and if you pause the game again, 
the L key will skip levels. 



POPULOUS II 
(Electronic Arts) 

This isn't exactly a cheat mode, but 
it's a handy hint all the same. If 
things are getting on top of you, 
simply select the Game Options 
menu and switch over to Computer 
vs Computer Mode. Chances are the 
computer will do a much better job 
than you. getting you back on track, 
and when you're ready, just switch 
back to Human vs Computer to 
resume control and win the game! 
Bit of a hollow victory though, isn't 
it? If you want to play properly, but 
with a bit of a head start, the code- 
ADKIUCMCZNDIFINL will give you a 
deity with maximum experience in 
all six areas. 

L£ANDER (Psygnosis) 




Two passwords for you - Level Two 
is reached by ZX5P, while LVFT gets 
you to Level Three. 

FANTASY WORLD DIZZY 
(Code Masters) 

Type IMMORTAL into the high-score 
table for an invincible Dizzy. 

SVVfV (Storm) 

Pause the game, type in NCC-1701 
and when you unpause you'll have 
infinite lives! 





PEGASUS (Gremlin) 

The codes for the later levels are 
SCREECH, DRAGONFLY, BEEBOP and 
CELESTIAL 




GAME 

GODS 

HUDSON HAWK 
TURRICAN 



LIME 



TURRICAN II 



MS STRIKE EAGLE II 



MIC-29 SUPER FULCRUM 



SMASH TV 
KICK OFF 2 

CAPTAIN PLANET 
SPEEDBALL 2 

BLUES BROTHERS 
ROBOCOP 3 
PIT-FIGHTER 

F-19 STEALTH FIGHTER 



PRO TENNIS TOUR II 

ITALIA 90 
SUPER HANG-ON 
SHADOW DANCER 
POPULOUS II 
MAN UTD EUROPE 



S2E9 
7AB1 
7B1E 
7B1A 
15D 
7871 
(38329 
C38327 
C36A21 
C36A1D 
C36A23 
1A7D 
19D07 
19209 
C00547 
52AO 
S2A2 
4SC96 
26E6B 
SA31 
SAFB 
6F27 
6F29 
6F2B 
6F2D 
C201C3 
C201D9 
6E39 
6D36 
1EB3B 
C597DD 
2097 
2099 



CHEAT 

LIVES 
LIVES 
LIVES 
FIRE WALLS 
BOMBS 
LIVES 
FIRE WALLS 
MAVERICKS 
SIDEWINDERS 
S240 
AA-8 
AS-7 

LIVES (PLAYER ONE) 
SCORE (PLAYER ONE) 
SCORE (PLAYER TWO) 
LIVES 

SCORE (PLAYER ONE) 
SCORE (PLAYER ONE) 
ENERGY 
TERMINATIONS 
LIVES (PLAYER ONE) 
LIVES (PLAYER TWO) 
BAY ONE 
BAY TWO 
BAY THREE 
BAY FOUR 
SETS (PLAYER ONE) 
SETS (PLAYER TWO) 
SCORE (PLAYER ONE) 
TIME 
MAGIC 
EXPERIENCE 
SCORE (PLAYER ONE) 
SCORE (PLAYER ONE) 



THANKS TO 
THIS MONTH'S 
KILLZOAIE 
■COMMANDOS! 

No surprises here, this is where 
we give an honourable mention 
to those brave gamesplaying 
men and women who gave their 
lives and a 22p stamp to ensure 
that the rest of you can enjoy a 
better life. The flame of your 
fighting spirit shall never be 
extinguished... (cue The Last 
Post) 

THIS MONTH'S ROLL 
OF HONOUR: 

James Baldwin, Alex Barley. 
Kevin Bulmer. Shezad Butt, Mark 
Cane. Paul Entwistle. Eoin 
Feeney, Shaun Hollywood. Gary 
Humphries. Simon Kemp. Dean 
Lester, Geoffrey Lofthouse. Peter 
Molyneux, RP Murphy, Simon 
Phipps. Henry Price, Gareth 
Richards. Paul Thompson 



READ THIS! IT 
COULD SAVE 
YOUR LIFE! 

Do you have a thorny problem? 
Is a particular part of a particu- 
lar game giving you gyp? Then 
this Is where your problems end 
and a whole new vista of gam- 
ing excellence spreads out 
before you like the dawn of a 
new day. Or something. 
Because as of next month we'll 
be providing a special Games 
Surgery Clinic in the Kill Zone, 
to be headed up by our own 
resident GP Dr David Upchurch! 

No matter how big or small 
your problem may be, WE have 
the muscle, the contacts and the 
know-how to put you straight. 
It'll be a bit like Brian Nesbitt's 
Helping Hands only about a mil- 
lion times better. So if you've 
got a gripe you want clearing 
up, pop your prob in the post to 
Dr David Upchurch, Games 
Surgery Clinic. The One, Priory 
Court, 30-32 Farringdon Lane. 
London EC1R 3AU. and we'll 
endeavour to prescribe you a 
remedy. So go on, get 
scribbling... 



PIT-FIGHTER (Domark) 

Type in LOBSTERS at any time during 
the game to activate the cheat 
mode. With that done you'll find 
that the keys on the numeric pad will 
automatically whizz you to the cor- 
responding round number. In addi- 
tion, you can also try these: 

L Elimination Round 

G Grudge Round 

C Final Championship 

» Round 



R-R-R-R-REPLAY! 

If you've got a Datel Action Replay 
Cartridge (which you should have, as 
it's listed in our Ultimate Amiga fea- 
ture this issue), you'll find this sec- 
tion of the Kill Zone particularly 
handy, as it's absolutely choc-a-block 
with a quality codes for your cart. Go 
on. give 'em a whirl! 

INSTRUCTIONS 

ll couldn't be simpler. Plug in your 
Action Replay, load up the game and 
hit the red FREEZE button while the 
game is running to go into the edi- 
tor. Then simply tpye M followed by 
the required line number, then hit 
RETURN. This will cause a line of 
numbers to appear. Change the first 
number so it reads FF. then hit 
RETURN, then ESCAPE, then X fol- 
lowed by one last RETURN to get 
back into the game with the cheat 
activated. 
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THE VERDICT 



It never fails to amaze me that the 
designers of games which kill the 
player so quickly find it necessary to 
insert sequences of introduction that 
completely sap the player's will to 
continue. Psyborg is a perfect exam- 
ple, own-goaling with an annoying 
password system and a pointless 
starfleld sequence before each planet 
can be attempted. 

Speed-wise it's flawless, with the 
bright graphics fairly flashing past. 

But while I'd like to say that It's 
the game that Stun Runner should 
have been, the impossibly linear 
nature of the courses and controls 
which have little potential for satis- 
faction-inducing mastery put the 
mockers on It somewhat. 

The proceedings are agreeable 
though hardly spectacular, but In the 
end, Psyborg turns out to be little 
more than a reactions-tester. 





Time Is the most valuable commodity In 
Psyborg, and the earlier levels dole out the 
stuff like there's no tomorrow. Gamer* skill- 
full enough to stay on the walls all through 
this rather twlaty section will have more 
than enough time to finish the stag*. 
However, life isnt as easy as this for long. 
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PSYBORG 

It may well be set across eight solar systems 
and forty planets, but is Loriciels' latest 
really anything more than a glorified 
cocktail of Knot in 3D and Stun Runner? 
Jim Douglas doubts it. 



The spaceways are under attack once 
more This time fiendish Andropterian 
spies have secreted themselves on 
Federation planets. It's your job, as 
Duncan Norton; psy-pilot extraordi- 
naire, to scour the galaxy and remove 
the spies before they are allowed to 
transmit valuable Federation secrets to 
their superiors. 

But there's no time for a single pilot 
to zoom across the galaxy In person. 
Instead, you must use your psychic 
energy to "trace out a path into the 
vortex of each planet". 

This actually translates into a Stun- 
Runner style 3D race down a bunch o( 
polygon tunnels representing the vor- 
tex of each planet. Insubstantial? You 
got it. 



Here we have the Sol system. One of 
the eight which make up the game. 
Completion of each planet will yield 
a password and a charming red line 
from your most recently conquered 
world to the next. Since there Is no 
on-screen logic to the order of the 
worlds, it's necessary to draw a map 
to remember which password 
relates to which planet. 





(Above) Possibly one of the most annoying tiles to 
encounter - the reverse tile. True to it's name, this tile 
flings the player back up the path. The solution is to take 
the risk of driving in space for a second to avoid the tile. 
Gripping eh? 

(Left) Here we have some of the extra tokens which can 
be spent in the shops to increase your speed, ability to 
withstand damage and all that. The PSY cursor 
indiactes that the ship needs some repositioning, as 
It's not really on the course as such. 



REVIEW 



Hold your breath... this Ski Jump is 
not for wimps, with contestants 
leaping from a jaw-dropping 1850 
metres up. Jumpers are scored 
according to distance and flair in the 
air, although staying in one piece by 
the time you get to the ground is a 
difficult enough task in itself. The 
jump starts with the player sliding 
down the ramp towards the screen, 
and - providing you jump at the right 
time - the action switches to a close- 
up view of the skier in the air. The 
trick here is to make constant adjust- 
ments to the skier's stance, ensuring 
he's leaned well forward to cut down 
wind resistance and that his skis are 
correctly positioned - parralel skis 
ensure a safe landing at a fair 
distance, while crossed or "scissor" 
skis make for a longer jump, but also 
a riskier splashdown. Obviously, 
landing on your head won't win you 
any style points... 
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alk about missing the boat. 
It's almost as if French com- 
pany Microids has done it 
deliberately, timing the release of its 
snow sports extravaganza to com- 
pletely miss the Winter Olympic 
Games with uncanny precision. But 
then again, good ski games are so 
few and far between that a half- 
decent one is welcome any time of 
the year. After all, how else can you 
have a good time on the slopes 
without the aggravation of frozen 
earlobes, broken legs on the first 
day and intolerable waits for the 
rickety cable lift? 

Superski 2 caters for all would-be 
Eddie the Eagles, with the option 
simply to mess about in practice 
mode with any of the six events on 
offer, or - deep breath - take the 
plunge and represent your country 
in the Olympics themselves with up 
to three human opponents. The 
events are, in no particular order. 
Downhill Skiing, the Slalom, Ski 
Jump. The Giant, Hot Dog and - the 
only non-ski event - Bobsleigh. 
There's nothing complex or preten- 
tious about the game - no training 
or management sections - just a sex- 
tet of good old-fashioned mini- 
arcade games. There's a bit more to 
it than just the frenzied joystick 
waggling that has long been the 
trademark of mediocre multi-event 
sport games. Here there's a mod- 
icum of technique, style and grace, 
as befits the nature of the majestic 
winter games, as the sun dawns on 
the glistening slopes and... oh, 
et's just get on with it. 



Would you believe it? Just when the weath- 
er starts to brighten up, out comes a game 
without skiing. Reluctantly, Gary Whitta 
drags his poles out from the back of the 
airing cupboard and goes out on the piste 
one more time... 
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Hot Dog! It may be a real Olympic event, but it's still one of the most 
obscure skiing past-times. It's also the only head-to-head event In this game. 
It's all down to style and grace, as two skilers make their way down a course 
made up almost entirely of bumps, ridges, dips, valleys and ramps. It's 
treacherous terrain, but also tailor-made for showoffs. which Is what this is 
all about - as you fly off the bumps into the air, you've got to impress the 
watchful judges by pulling off fancy acrobatic stunts while airborne. They've 
all got typically bizarre names, like the Helicopter, Cossack, Duffy, Twist and 
Back-scratch, and range from the subtle to the downright outrageous. The 
more elaborate the stunt, the more points you'll get but the less chance 
you'll have of landing on your feet. The event is essentially a combination of 
style and speed, with points awarded for crossing the finish line first as well 
as performing poncy poses in the air. 




All six events take place at various 
evotically-named locations around 
this mountain range, with each one 
identified by its flag icon. In practice 
mode you can cycle through the 
locations to play any event you like, 
but in the full Olympic competition, 
the computer dictates the order of 
play. 




Th* Giant is essentially a combina- 
tion of the downhill and slalom 
events. It combines the ultra-steep 
twisty-turnyness of the downhill 
course with the slalom's tortuous 
gate positioning, making it probably 
the hardest ski event of the lot. 
Thankfully, one concession has been 
made to make life a little easier • the 
gates are further apart, allowing 
more room to turn between flags. 
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The Slalom looks initially lo be almost identk.il to the downhill, but. 
although the viewpoint and controls are the same, the discipline it much 
harder. Instead of simply passing through wide gates, the player has to 
weave through a long, snaking line of flags, constantly changing tilting and 
changing direction hard to hit the next gate. Again, there are penalties for 
not passing between flags correctly, although there's much less chance of 
crashing here, as slalom courses are traditionally much straighter than the 
twisty-turny downhill speed runs. The average speed of skiing is slower too 
as the gradient of the slope isn't as steep. 

(Below Left) Forget about style, grace, poise and all that rubbish... all that 
matters here Is speed. In the bobsleigh it doesn't matter what you have to do 
to shave a tenth of a second off your course time, as long as you do ft. A tew 
seconds of running along behind the sleigh to get it moving, then jump in 
and you're off and running. A map to the right of the main racing screen 
shows just how twisty and treacherous the course is • every bend could be 
your last. Again, it's a constant trade-off between speed and survival, as the 
faster you go, the more likely you are to go careening off at a hairpin turn. As 
you progress down the course and pick up more momentum, it becomes 
harder and harder to slow down • the only way to stay on the course on a 
tight bend is to steer violently in the opposite direction. As with all the other 
events, you don't get diddly squat If you don't make it to the finish line. 




***** 
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The Downhill - perhaps the most awesome of all skiing events. The finish line 
is a thousand metres below the start line, with top skiers reaching speeds In 
excess of 120kph. Viewed from behind the sfcfer. this event is about as simple 
as it gets - but there's a big difference between simple and easy. It's not just 
a question of getting to the bottom quickly either, as there are gates to pass 
through at regular Intervals, with a time penalty for each one you miss. The 
faster you go, the more gates you'll go wide on and the greater the probabil- 
ity that you'll go shooting off the cours« on one of the bends and crash into 
the surrounding woodland - not a pretty sight, and one that merits Instant 
disqualification. 

After each event, 
a panel of 
"expert" judges 
rates your perfor- 
mance according- 
ly, while the 
jumbo vision 
screen in the 
background pro- 
vides all the nec- 
essary statistics • 
time, penalties 
incurred, score 
and all that guff. 
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THE VERDICT 

Hmmm... this Is a tricky one. Superskl 
Is In fact a very good skiing game - 
the downhill and slalom events are 
probably the best I've seen - but It's 
let down badly by a terrible lack of 
variety. Of the six events, three of 
them (the downhill, slalom 
and giant) are Just too similar 
for comfort. Though the rules 
are slightly different, the gen- 
eral gameplay hardly changes 
from one event to the next, 
and that's bad, especially con- 
sidering these three events 
make up half the game. Of the 
rest, the hot-dogging is prob- 
ably the weakest event. 
There's plenty of scope for 
skillful play, but It's just so 
slow and precise that it's diffi- 
cult to work up any real 
excitement. If anything the Ski Jump 
Is even tougher and more fiddly, but 
it works well because there's a proper 
feeling of speed, altitude and danger. 
As for the bobsleigh... well, it doesn't 
really belong In a skiing game, but 
nevertheless I enjoyed playing It more 
than any of the others, primarily 
because it's fast, feels realistic and 
really is quite nail-biting . It's a 
shame, because, judging by Superskl's 
high points it could have been a really 
stunning product, but the lack of any 
real variety means It falls just short of 
doing the business. B + . 
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7/7 A<ore handheld action than 
) you£^swffaov/n your 
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Ga/keboy, Game Ge< 
PC Engim 
\m all to pieces 
which is thktest! 

cnocJ( : a-blo^Jbl^f the latest 
reviews and previews on the 
greatest hand-held gpmes in the 
world! 



^^Xatest and greatest, 

it's Britains only hand-held 
CONSOLE mag - arkhit's free w 
C&VGI 




GO! Grab it quic 
it's going fast! 
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The Legend of Darkmoon 

A stormy night, a magical message and an elf in distress. 
Send Chris Jenkins to sort it out in US Gold's epic RPG 



At lop left of the main display 
appear the superb animated graph- 
ics, showing everything from the 
gnarled forests of Darkmoon to the 
dank tunnels of castles. Here you 
also encounter superbly animated 
graphics of your enemies, ranging 
from snarling Dire Wolves to giant 
spiders, flying snakes and ethereal 
vVill-o'-the-Wisps. 




The player controls a party of four brave adventurers. At the start of the 
game the player can generate a new team or import old faithfuls from 
E.o.t.D. 1. To define a new party you choose each character's race and sex, 
their profession (fighter, mage, cleric, etc) and their alignment (lawful, neu- 
tral or chaotic, good or evil). Then a range of thumbnail sketches appear 
from which you choose a comely likeness. Finally you assign points to 
aspects such as strength, intelligence, dexterity and wisdom, either by a ran- 
dom 'roll of the dice' or by manually adjusting each parameter. 



The City of Waterdeep. anoth- 
ar time, anothe dimension. 
Vou're just settling down for 
an evening at home In front of the 
fire when a note is slipped into your 
hand. It's from your friend Khelben 
Blackstaff. Archmage of the city, and 
it's marked, rather ominously, 
'Urgent'... 

So begins the second part of Eye 
of the Beholder, the epic Advanced 
Dungeons and Dragons graphic 
adventure from Strategic Simula- 
tions, set in the fantastic Forgotten 
Realms medieval world. 

If you have played previous games 
In this series or anything similar, 
such as Dungeon Master, you'll 
know exactly what to expect from 
Eye of the Beholder II: The Legend of 
Darkmoon. If you're into fantasy 
role-playing this should be a recom- 
mendation, if not it's a recipe for 
sheer boredom as you plunge head- 
first into yet another sub- 
Tolkienesque romp among the pix- 
ies. 



Against a beautifully-drawn back- 
ground of rain-swept streets and 
dank alleys, the pensive Khelben 
reveals he senses a dark and sorcer- 
ous threat about to overwhelm the 
city. All that Khelben knows is that 
the source of the danger is the mys- 
terious forest of Darkmoon. Recog- 
nising a plea for help, you valiantly 
offer to venture there and investi- 
gate. Bloody idiot... 




Some objects can be picked up from 
the graphic area just by clicking on 
them; if you see anything looking like 
a key. a scroll or a big pile of dosh I 
should think it's a fair bet that you 
are meant to pick it up. Stones 
aren't perhaps so desirable, but 
you never know when they 
might come in handy... 
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REVIEW 




(Left) To get a more detailed survey of each character's 
status you click the left mouse button on the character's 
portrait. This brings up a display showing all the objects 
carried, items worn and food level. Further sceens are 
accessible giving a complete character run-down togeth- 
er with details on those all-Important Experience Points 
and Level ratings. This is what the game is all about: 
accumulating points, reaching higher ratings, and con- 
tinuing the character to the inevitable Eye of the 
Beholder III. 
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To the bottom right of the screen fs 
the Camp bo*. Click on this and a 
menu appears giving you the options 
to rest the party, memorize spells, 
pray for spells (for which you need a 
cleric or paladin character), scribe 
scrolls, set game preferences (sound 
on or off, and strength represented 
by bar charts or figures). Finally you 
can load or save games, format a 
disk, drop a character or quit the 
game. There are keyboard command 
equivalents for practically every 
mouse action. 



If you encounter another human (?) character, the screen changes to show a detailed portrait 
together with a text window and option boxes. This section Isn't interactive in the sense of tra- 
ditional adventure games; you can't type in dialogue and get a response. What you can do is to 
choose whether or not to enter into dialogue with a character and then, if you do. read the pre- 
set conversation that pops up in the text box. 





Meet Nadia and Joril. These are peo- 
ple you want on your side; for one 
thing, their temple holds an altar 
which allows you to resurrect dead 
characters up to three times (you can 
find your way back to the temple 
through glowing teleport gates 
which appear at strategic locations). 
For another thing, if you attack 
Nadia and Joril they'll cut you to bits 
with magic firebolts before you can 
say "barbecue". 





Al the top right of the main display appear the sketches 
of your party members, together with their status 
displays, the objects they carry in each hand and their 
individual overall healths. To engage in combat you first 
have to make sure that the character you want to go 
rucking is carrying a weapon, then you click the right 
mouse button on its icon. 



Making your way Into the catacombs below the temple 
brings you into the main body of the game and here 
things start to get a bit over-familiar, as you begin the 
wearying process of slogging through the giant wasps, 
gelatinous cubes, landsharks, mantis warriors and hell- 
hounds which seem to exist solely to make your life mis- 
erable. To the bottom-left of the display is a set of six 
direction arrows; clicking on these moves your party in 
the appropriate direction, and a large compass in the 
centre of the screen helps you to keep track of your wan- 
derings. 




i Right) All the familiar features of fantasy RPG (or hoary old 
cliches. If you prefer) pop up again in The Legend of 
Oarkmoon: magic writing on walls, levers with no apparent 
function which in fact serve an essential purpose, hidden but- 
tons, teleporters which insist on moving you to awkward 
positions and spells for invisibility, creating food, destroying 
Immovable objects and overcoming magical opponents all 
play a vital role. 
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The dungeons below the Temple Darkmoon are sinister and dangerous, full 
of guards, monsters and... barrels. No. this isn't a new and bizarre breed of 
foe. it's simply an item from which you can top up your supplies. 




The clerics are very friendly and will gladly let you use their facilities. 
But are they perhaps a bit too friendly? They expressly forbid you 
access to the Temple's Inner chambers. Why? What are they hiding? 



^THE VERDICT 

I'm sure most readers will have made 
up their minds about Eye of the 
Beholder II: The Legend of Darkmoon 
without having to read the review. If 
this sort of game is your cup of tea 
(or goblet of rich Zamorian wine) 
you'll probably go for it whether the 
review is any good or not. 

What I would have liked to have 
seen - what I would always like to 
see on these fantasy role-playing 
epics - is a Help option which would 
give you some clue, however slight, 
as to how to get out of a jam. When 
you've been stuck in a maze going 
round in circles for an hour, it would 
be much appreciated. 

Beholder II has much to recommend 
it: the graphics and animation are 
excellent; the player interface is a 
tried and true one which is easy to 
pick up and difficult to fault; the 
intro sections are excellent; the sam- 
pled sound effects are suitably 
spooky and the music is appropriately 
atmospheric. 

Wouldn't it be nice, though, to be 
able to say that there was anything 
about the game which was surprising, 
innovative or original? That there 
isn't is probably not going to stop 
dedicated RPC players flocking to 
their local software emporium In 
droves, but It's certainly not going to 
attract any new converts to this par- 
ticular genre of game. 
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You don't have to be 
the most out of your Amiga with 



CU Amiga offers you 
easy access to all the 
possibilities that your 
Amiga holds. Packed 
with a breadth of 
coverage beyond 
games, CU Amiga 
delivers - 

•The ultimate 
peripheral coverage . 
Extensive, clear 
guidelines on 
what's available, how 
you can use it and 
what's best to buy 

•Unsurpassed 
hardware coverage. 
CU Amiga was the 
first magazine to 
regularly feature 
CDTV. 

•The best buyers guide. 
At least 33 pages 
packed each month 
with all the informa- 
tion about what's best 

-60 non entertainment 
products put under 
the microscope each 
month 

■K)0+ games reviewed 
every month. 



Beyond games with... 
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Despite all the sense off 
achievement to be had 
from waging a success- 
ful campaign, the 
biggest thrill off game- 
like this is simply blow- 
ing things up. Here / 
commander Douglas' 
talks us through a par- 
ticularly exciting Rpciffic 
Islands moment... I 

» 

I 



Like Team Yankee, the Pacific Islands allows you lo control all four units at once through this screen. 
A number of improvements have been made, the most important being the ability to stop all the 
tanks dead in their tracks without clicking through to other menus. Seems a rather silly omission 
from the first game to me. 




PACI 





The question is on the lips of the nation: 
How can you possibly top Team Yankee? 
The answer, according to Empire, is Pacific 
Islands. Jim Douglas takes the latest heavy 
artillery sim for a spin. 



I Unit 2 I Unit 3 | Unit A 
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The peaceful cluster of islands making 
up the atoll of Yama Yama have been 
invaded by renegade communist 
units. Rumours have it that the units 
are receiving support trom North 
Korea. As commander of a tank pla- 
toon returning from active service in 
the Gulf, you are in charge of the 
nearest American unit. It's your job to 
contain the problem and deal with it. 
While the it may do a fantastically 
good impression of being Team 
Yankee Plus rather than a game in its 
own right. Empire are keen to 
have Pacific Islands viewed as a 
stand alone thing. 



The five islands can be attacked in any 
order the player likes, but his progress 
though each island is channelled 
somewhat. The player comes on to the 
island in one particular way and can 
then only progress into highlighted 
squares from his start point, which 
hampers the feeling of freedom. 

The game breaks down into rough- 
ly equal parts; combat, map reading 
and resource management, so if 
you're into either all-out blasting or a 
head-scratching amount of strategy, 
Pacific Islands is very probably not the 
game for you. for an all-round kind of 
deal, however, it's just the job. 
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REVIEW 




Enemy units sighted in thp distance. 
Give them a few hundred) rounds from the 
machine gun just to ensure their 
intentions are hostile... 




Ah! - He's rounding on me! A sure sign that 
this blighter wants a fight to the finish. 
Now, if I can only get down to the 
weapons menu quickly enough. I can select 
one of these armour-piercing jobbies and... 




Ka-boom! Har bar! Strike one for freedom. 
Uri! Your no-goof communist policies cut 
no ice with an armour piercing shell from 
me! So back up your invasion plans and 
go home. 



Inspection of the status screen is 
the best way to tell eiactly how 
well you are doing. The top bar for 
each tank represents the team's 
morale while the lower bar repre- 
sents damage status. 



.Pacific 
Islands 
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A tank commander's best friends - his map and his radio. 
From here we can see the enemy runway (the first objective) 
highlighted with the orange square. Also, on the right of the 
screen we have the Artillery Support setup menu. From here, 
airstrikes and smoke can be set up. What better element of 
surprise than bombarding an area with smoke and shells 
before rolling in the tanks. 

(Left) The use of bitmap graphics and polygons works very 
well at distance but rather unsatisfactorily at close range. 
Once the bitmap object gets close enough to fill the screen, 
it begins to look like a page out of Ceefax. At this distance, 
though, everything is okay. 



THE VERDICT 

It's really difficult to must up 
any particularly strong feelings 
for Pacific Islands. It's certainly 
a competent game and a defi- 
nite step forward from Team 
Yankee. And there's absolutely 
no doubt that tank-nuts all 
over the place will flip at the 
chance of accepting this new 
mission. However, the blend of 
bitmap graphics and polygons 
is a rather unhappy marriage, 
and all the resource manage- 
ment business is just plain bor- 
ing. Where the game wins Is In 
the ability to control all four 
units at once, with the pretty 
friendly control method mak- 
ing the combat both fast and 
enjoyable. However, the fact 
that the player can't actually 
change the direction in which 
his tank is travelling without 
first flicking to the map screen 
seems rather daft. 

Pacific Islands is clearly 
supposed to sit in between M1 
Tank Platoon and Battle 
Command in the detail versus 
fun stakes, but despite many 
many nice touches, I doubt 
that It will successfully appeal 
to fans of either genre. 




ftjbf'ifttr: Empire 
Developer In-house 
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REVIEW 




(Left) Stormlord's primary 
weapon is an axe. with 
which he is a bit tasty. Not 
only can he swing it mani- 
acally around his head to 
protect himself from bad- 
dies up close, but he can 
chuck ft an infinite number 
of times at enemies on the 
floor, in the air or more or 
less anywhere. Most ene- 
mies are destroyed by a 
single hit, but some of the 
harder varieties require to 
be hacked away at numer- 
ous times before they 
eventually give up and die. 
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Ye Gods! The sequel to Hewson's Stormlord 
bears a startling resemblance to a certain 
Bitmap Brothers game. But as Gary Whitta 
says, when it's this much fun, who cares? 
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s I've always said, if you're 
going to entrust the security 
lof your land with a bunch of 
fairies, you're going to get what you 
deserve. The once peaceful Realm had 
its idyll shattered once before by the 
evil Queen Bahd (presumably pro- 
nounced 'Bad'), and the fairies were 
about as much use as a glass hammer. 
Only when some REAL muscle arrived 
on the scene (i.e. you, AKA the super- 
hard Stormlord) did the situation get 
sorted. 

But these medieval folk, they're 
none too bright, and with peace 
restored the slack-jawed idiots happi- 
ly put the fairies in charge AGAIN! 



Never one to miss a golden opportu- 
nity. Queen Bahd has now stepped 
back on the scene, enveloped the land 
in a terrible darkness (boo! hiss!) and 
whisked away the fairies to her horri- 
ble castle. The bitch. Not only that, 
bul this time round she's in cahoots 
the Devil himself no less! 

Time, then, for the Stormlord to 
come out of retirement, flex his pecs 
and kick old Queenie where it hurts 
one last time. The task ahead - battle 
through four big scrolly levels (Satan's 
Palace, the Pits of Hell, the Enchanted 
Forest and Heaven itself), locate the 
hapless fairies and deliver them safely 
home - hence the title, you see? 





(Left) Many of the 
baddies encoun- 
tered in 
Deliverance are 
every bit as 
biiarre as they 
are dangerous. 
One of the 
favourites on 
Level One are 
these giant stone 
hands that shoot 
down without 
warning to club 
old Stormy on the 
bonce. Here we 
see the player 
feebly attempting 
to retaliate. 
You're wasting 
your time. son... 




(Left) Things hot up when Stormlord reaches the Pits of Hell on the second 
level. Not only is the landscape a lot more dangerous, with blistering lava 
pits (complete with live-in monsters) a-plenty, but the roving enemies are 
tougher, more numerous and, in some cases, very bizarre. These demons, for 
example, can be a right pain in the behind. Most of the time they're barely 
visible, and run backwards and forwards as nothing more than a vague shad- 
ow that can't be touched. But occasionally they'll stop, solidify and attack 
with vicious laser things. They can only be hurt while in solid form, and will 
generally disappear again as soon as you hit them, so actually destroying 
one can be a time-consuming and energy-sapping affair. 





Publisher: 21st 
Century Entertainment 
Developer; 



Peter Verswyvelen 




(Left) He's an athletic chap is old Stormlord, 
capable of walking (albeit in a strange sham- 
bling fashion), leaping across chasms, climbing 
ladders, crouching to avoid enemies and, of 
course, swinging his battleaxe about. But 
when constant enemy attacks drain hfs ener- 
gy, he must recoup It either by picking up the 
spinning coins certain baddies release when 
killed, or simply by standing still and taking a 
breather. 

(Right) Each level has the traditional guardian 
barring the player's passage to the next stage. 
Although each big boy is supposed to have a 
particular weak spot to be exploited, knocking 
off the Dragon at the end of the first level is 
easy - just keep lobbing axes at him until he 
pops his clogs. 



THE VERDICT 
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What with each of Deliverance's levels being a rather 
large and sprawling affair, it's easy to get lost. Thank 
heavens, then, for the handful of flashing opal markers 
that Stormlord comes equipped with. You can drop one 
anywhere you like (ho- ho!), and there it'll stay, flashing 
away while you go off and explore somewhere else. By 
dropping several of them around the level, you can tell 
where you've already been and keep yourself from going 
around in circles. Neat, eh? 




Deliverance's adventure aspect is limited but effective. 
Doors won't open until a key has been collected, and 
these are normally to be found inside cupboards - so rig- 
orous searching is called for. Actually, you never know 
what you might find. Some cupboards, when open, 
release horrible little spiders that drain Stormlord's ener- 
gy while others, if you're lucky enough to find one, con- 
tain the fairies that you're looking fori 



The final level is a real departure 
from the first three - and a bit of a 
sad one at that. Gone Is the excellent 
arcade adventure action to make 
way for a lacklustre slow-scrolling 
shoot- cm up. with Stormlord sitting 
on the back of a silly-looking, laser- 
spitting mechanical Pterodactyl bat- 
tling against wave upon wave of 
fast-flying enemies. As a shoot'em- 
up It's a rather poor effort, and 
seems a bit out of place at the end 
of what is supposed to be an arcade 
adventure. A few marks off for this 
little cock-up, methinks. 







Power-up", work m typical arcade fashion - there's a bar of eight weapon 
icons at the bottom of the screen, illuminated in turn as the player col- 
lects the bonus flowers left behind by wlpedout alien waves. The super- 
friendly options screen allows you to activate the weapons in three 
different ways. You can let the computer take care of it automatically, 
give the space bar a smack or use the second fire button (providing you 
^h^aj^l have a Megadnv joypad or suitably wirvd-up stick). 



Guess what crops up at the end of each level? 
Vep. you've got It. Big end-of-level baddies. They 
do, of course, get bigger and badder as the 
game progresses, but the process of defeating 
them remains the same throughout - avoid its 
bullets and pump the big boy full of yours. Ho 
hum. 




THE VERDICT 




A shoot-'em-up with a sting in the tail? 
Gary Whitta swats up on the latest from the 
makers of Pro Tennis Tour. 




Itetl you what, these evil lords of 
black magic Hexaae, eh? They don't 
half get on my wick. Honestly, you 
can't turn your back for a second with- 
out one of them hatching a devious 
plot to spread bitterness, misery and 
suffering across the land. 

tn the case of Apidya, the first 
shoot-'em-up from the German 
geezers behind the smart Pro Tennis 
Tour and Battle Isle, a potion-stirring 
ponce has decided to put an end to the 
idyllic life of Ikuro and his beloved wife 
Yuri. So, while Ikuro is away, the wiz- 
ard dispatches a swarm of killer insects 
to do a job on his helpless missus. 

Inevitably, Ikuro returns to find his 
wife "spoiled by poison" (sic) and, 
none too chuffed, sets out to get his 
revenge and find the magic antidote 
that will make everything lovely again. He's in no way 
equipped to take on the wiz's insectoid minions in his 
human form so he transforms himself into a laser-spit- 
ting wasp and... that's where you come in. 

Of course, the story's all pretty pointless, really. As for 
the game itself, it's essentially a Silkworm-style horizon- 
tally-scrolling blaster. What more could you want to 
know? 

Though the majority of incoming fire comes from adver- 
saries in the air, the player would do welt to keep an eye 
on the ground - not the real ground of course, but the 
one in the gam*. That's because the place is filled with 
horrible little things, like ugly scarab beetles, locusts and 
the like, that just love chucking deadly bombs up at you. 
If equipped with bombs of your own, you can take them 
out no trouble but if not you'll have to chance it, getting 
down low end strafing the little bleeders • tricky, as 
the wasp crashes If It actually hits ground level. 




Having battled through the deadly 
realms of the back garden, the player 
gets to fly through landscapes that 
will be far more familiar to veteran 
trigger-heads. In fact, it has to be 
said that before too long the whole 
thing starts to look suspiciously like 
another popular shoot-'em-up - we're 
not naming names, but ft begins with 
an H and rhymes with Car-Type'. 



Apidya's programmers have busted a 
gut to make their game as 'console- 
like' as possible. Just about every- 
thing that should be in a top shoot- 
'em-up is here, along with a few 
extras chucked in for good measure: 
loadsaweapons, autofire, fast and 
frenetic action and, most important- 
ly, a real arcade feel. In fact, Apidya 
is one of the best shoot-'em-ups I've 
seen since Silkworm (my personal 
favourite), though the 'Blue Peter 
Garden' look might put hardened 
blasters off. Also, because the graph- 
ics are small, it can be difficult to see 
enemies and bullets, making frustrat- 
ing 'unfair' deaths a little too 
common. Apidya lacks the graphic 
sophistication of, say, Project X, but 
it packs a rock-hard sonic punch and 
there's enough solid action to keep 
you going for a fair while. 
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Keybtid'djOysti 



mat 
•ter 




74% 



5 0 U 1 D 



m 857. 



UYA1ILITY 



rjsR* 





ML 




84% 






FOUR GREAT GAMES 

and all this Maths revision... 

Times Tables 
Addition 
Subtraction 
Multiplication 
Division 
Fractions 
Decimals 
Using calculators 
Shape & Space 
3bl 



MATHS 



ADVENTURE 
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SUPER FREE GIFTi 
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Money problems 
Measurements 

Number patterns [C^^SO^^O/? 

AMIGA MATHS ADVENTURE 

For ages 6-14 Price £25.99 inc. VAT 

Wow available from your dealer or direct from Kosmos. 



Write or telephone for a FREE 20-page brochure of our 
Educational and Leisure software (Please state computer type) 

Kosmos Software Ltd, FREEPOST (no stamp needed) 
DUNSTABLE, Beds. LU5 6BR 
Telephone 05255 3942 or 5406 
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DIAL * A * GAME 



SEND NO 
MONEY 
NO CREDIT 
CARDS 



HUNDREDS 
OF GAMES 
IN STOCK 



POST NO 
LETTERS 
INSTANT 
SERVICE 



ALL GAMES ORDERED ARE DELIVERED TO YOUR 
DOOR. CASH ON DELIVERY WHEN SAFELY RECEIVED! 

PHONE: 081 769 9568, no. 
Open Early until Late, 7 days a week 
215 Amesbury Ave. Streatham, SW2 3BJ 




IF AN 
ADVERT IS WRONG, 
# ^ W HO PUTS IT RIGHT? 



Wc do The Advertising Standards Authority ensures 
advertisements meet with the strict Code of Advertising Practice 

So I' you question an advertiser, they have to 
answer to us. 

lb find out more about the ASA. please write to 
Advertising Standards Authority. 
Department X. Brook House. 
Ibrrlngion Place. London WC1E 7HN 



ng Practice. 

AM 
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I AMERICAN FOOTBALL COACH | 



on the Amiga (1 Meg only) 



'AMERICAN FOOTBALL COACH is a good game. It's certainly 
worth a look as the game play is superior to many lull-blown 
simulations. 

I'll end by saying that it's extremely tough to have a winning sea- 
son because the Al (artificial intelligence) definitely plays hard- 
ball. Are you tough enough?" 

RE VIEW... STRATEGY PLUS ISSUE 16..FEB 1992. 

YOUR TASK is to get LONDON'S name printed on the trophy in 
5 years against some of the best coaches ever on 
the Amiga 

YOU HAVE important information via SKILL RATINGS (that 
work) and comprehensive match & season 
STATISTICS (that inform). 
YOU WILL SEE, on our special chalkboard, every play of every 
match of every season and YOU pick the players 
for EVERY play but be careful of OVERUSE as 
players get tired. 
KICKOFFS...PUNTS..RUNBACKS ...FUMBLES ...DROPPED 
CATCHES. ..SACKS.. .BLITZES. ..SAFETIES. ..BOOTLEGS... 
DEFENSIVE LINE SHIFT.. .RUNS.. .REVERSE RUNS.. INTER- 
CEPTIONS, etc etc but most of all you will get REALISM. 

Every play is a challenge in itself.. .no matter how good you are, 
or get.. .you will NEVER be sure of winning here.. .but when you 
do... it's a real achievement... 



Winning the title in season 5 has been done. 

very best! 



.but only by the 



40 OVER LEAGUE CRICKET 



on the Amiga (1 Meg only) 



GUIDE YOUR CHOSEN COUNTY TO THE 
LEAGUE CHAMPIONSHIP 

Up to 18 player game.. .play against human or tough, tough. 
Computer opposition. 

Each match takes about 90 minutes to play (at 40 overs level) 
but you can play any number of overs against human opposi- 
tion. ..THOUGHT PROVOKING STRATEGIC, GAMEPLAY...but 
little time to think... 

Ball by Ball text based commentary with appeals HEARD & 
SHOWN graphically.. GAMBLE option to take quick singles if 
you need them.. .3 types of wicket.. .pick BOWLERS to suit . .Full 
scoreboard information for decision making.. .change all tactics 
every ball if needed. 

VERY REALISTIC responses to your Gameplay. VERY LITTLE 
LUCK INVOLVED . Best tactics usually WIN. 

get your copy of either game.. .send cheque/PO for £9.75 incll 
p&p and we will post within 24 hours of money clearance. 



YOUR NAME 
ADDRESS 



Please tick game/s ordered 
CRICKET. A. FOOTBALL. 



COMPOSER SOFTWARE (TH) 
'BLENHEIM CHASE', 
THE NARTH, 
Nr. MONMOUTH 
GWENT NP5 4QN 
Tel: 0600 860706 



NEITHER 



:OPY PROTECTED - YOU CAN PLAY 
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REVIEW 





From hers you can check out the 
levels of carbon dioxide, air pollu- 
tion, contamination, and so on. 
Judging the trends from this envi- 
ronmental and economic data is 
crucial. Planting forests can help 
dampen the amount of the pollu- 
tion but isn't the concept of a 
megalomaniac with green fingers 
a severe contradiction? Not If you 
want to survive in the future. 



Everybody wants to Rule the World, 
so Millennium has included this 
option in Global Effect. The trouble 
is. you've got to face a computer 
opponent or another human player 
(If your Amiga's are connected with a 
daialink cable). There's a choice of 
two scenarios • Industrial or Military - 
where your cities and people must 
be protected from an onslaught of 
cruel mishaps or cruise missiles. 
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These Save A World missions don't 
look too enticing, eh? The Post 
Industrial world has been poisoned 
by Its own population while the con- 
tinual use of fossil fuels has acceler- 
ated the rise of the planet's 
temperature in Global Warming. The 
job ahead in each of these scenar- 
ios is uncompromising. Turn this 
'down' into an 'up' or you'll be 
left with a dead world. 




HMSTMLE FROZEN 



FORESTED 
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FOSSIL FUEL 



FuOltth*/: Millennium 



129.99 Out Now 




Natural disasters, unfortunately, are 
beyond your control. It's wise to 
spread your people around a series of 
small settlements to avoid a 
holocaust but can make things hard 
to defend if you're at war. The 
Seismic Survey is an essential, albeit 
eNpensive, way to go looking for coal, 
oil and uranium. It can also reveal the 
seismic stability of the area. 



it 
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Multinational corporations 
and advertising agencies 
have managed to success- 
fully tap into the new wave of eco- 
logical awareness, so why can't 
games publishers? Microprose tried 
it three years ago and failed. Unlike 
the rest of society, gamesters simply 
weren't interested in saving whales. 
The God sim has become the other 
big idea of the nineties, so, why not 
merge them together in some way? 
That's exactly where Global Effect 
comes in. Set in the near future, the 
player is dully elected as head of 
state. The basic idea is successfully 
manage the limited resources avail- 
able, balancing the population's 
demands for a better life while pre- 
serving the surrounding environ- 
ment for the next generation. The 
real problem comes from a frustrat- 
ing lack of power to do anything 
useful. Money might make our world 
go around but it doesn't run the 
sewage plant in this game... 



(Above) Acting quickly on information 
received from the sensors available is 
the key to winning the game. Sudden 
changes in temperature can be catas- 
trophic, so you should keep an eye 
out for potential hotspots on this 
map. 

(Inset) Power is the lifeblood of any 
city and there is an initially confusing 
number of alternatives in Global 
Effect. Should you go for oil rigs, 
mines, nuclear power stations or com- 
bination of everything? It's really a 
fine balance of how much power is 
required against the varying level of 
pollution that results from each 
method. Your choice could mean 
boom or gloom to the entire popula- 
tion. 




If you don't want to pick up from the mess of 
years of ecological neglect, why not go for 
the Create a World option? This can be a com- 
pletely customised place or one of the eight 
environmental scenarios shown here. 



THE VERDICT 



GRAPHICS 



527. 



657. 



Pitched somewhere between Utopia 
and SimEarth, this release hasn't the 
class of either game. Not that It's all 
bad. There's plenty here but we've 
seen the elements many times 
before. Moreover, the appeal of these 
SimCity clones is beginning to wear 
rather thin. Max is should take a leaf 
out of Bullfrog's book and produce a 
superb sequel, the calibre of 
Populous II, and wipe out these pre- 
tenders to the throne. In the case of 
Global Effect, the added wargame 
element is particularly weak. The 
music and sound effects, composed 
by Richard Joseph, are disappointing 
as well. Is this really the man who 
gave us the sparkling sampled speech 
In Megalomania? The graphics are 
also a strange combination, ranging 
wildly from cute to crap. It would 
have been nice, for instance, to see some spot animation for 
natural disasters like earthquakes and volcanoes. Reflecting 
the Immense problems of ozone depletion and global warm- 
ing in real life, play quickly becomes frustrating. Trying to 
tackle tough issues is an admirable idea, but Millennium has 
yet to learn the ultimate lesson. Games are supposed to be 
pleasurable pastime, not an excuse to preach. 




Do sprites and the ozone layer 
mix to form a potent cocktail or 
is the latest Millennium game 
too 'green' for its own good? 
Rik Haynes investigates 
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REVIEW 
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(Above) All the usual set- 
pieces are in evidence. 
Corners, throw-ins and free 
hicks are taken by directing 
a roving crosshair to the 
general point where you 
want the ball to go. then 
hitting fire to have it taken 
automatically. Also auto- 
matic are the goalkeepers, 
who leap and dive in a 
most cat-like fashion to 
protect his sacred onion 
bag. 



ErtG n sco 



»P2. 

SUE ft 




VUG w HOI n CIS W m 



John Barnes' tournament option 
simulates the closing stages of the 
European Championships, from the 
quarter finals, with the eight top 
teams still in the running, to the 
grand finale. Up to eight people can 
play, with each competitor select- 
ing a team and the remainder being 
played by the computer. Of course. 
If all this knockout stuff isn't for 
you, you can simply elect to play a 
one-off game against a pal or the 
computer. 



(Left) Even in the single arcade game 
mode, there's a slight tactical 
element where the player gets to 
select his team's formation prior to 
play. Strangely, the player is also 
asked to choose the formation that 
the computer team will um. 



JOHN 




EUROPEAN FOOTBALL 




He may be able to cut the mustard for 
Liverpool and - to a lesser extent - England, 
but can he work his particular brand of 
Lucozade-booting magic for Krisalis too? 
That's the question on Gary Whitta's 
mind... 



(Above) On the field, the action is simple kick-and-run stuff. The ball can be 
wellied in any of the eight directions at varying strengths, and it's then up 
to the receiving player to get to it before a defender does. Often, due to the 
size of the pitch and formation being played, it's necessary to play by the 
scanner and shoot blindly off screen at a player you can't see but will hope- 
fully be there when the screen scrolls to follow the path of the shot, ft 
sort of works, but it's not as satisfying as a system where, for example, 
the kick is semi-guided to 'find' an appropriate player in the direction 
of the ball. 



It's a funny old world. Take John 
Barnes, for instance. Ask anyone 
who knows the first thing about 
football (i.e. do not ask any man- 
agers), and they'll tell you that while 
John Barnes may be something of a 
hero on the turf at Anfield, constant 
injuries and hopeless hit-and-miss 
international performances mean 
that he's almost universally regard- 
ed as the Norman Wisdom of the 
England squad. Why he seems so 
incapable of reproducing his spot- 
less league form at international 
level is one of modern day soccer's 
great mysteries. 

But this hasn't stopped Krisalis. 
those masters of the licensed footy 



sim, basing their Barnesy licence 
around European competition and 
therefore placing the man himself 
in England kit - undoubtedly his 
least popular guise with the pun- 
ters. But hey! It's 1992, the 
European Championships are just 
around the corner {as just about 
every software publisher with a soc- 
cer game knows only too well) and 
if the boy Barnes can still knock a 
Lucozade Sport can into a waste- 
paper bin from his bench in the 
dressing room (where he seems to 
be spending more and more time 
these days), who knows what the 
man's capable of achieving on a 
computer screen? 



fub'Mfw Krisalis 
Developer Peter Herrap 



£25.99 End of April 



0. 



(Left) In a nutshell, what we've got here Is very similar to 
Krisalis' earlier Manchester United games - at least at first 
glance. The size of the playing area has been reduced 
noticably, and as a result the action is much faster. The 
basic side-to-side eight-way scrolling feel remains pretty 
much the same, although there are some thoughtful 
additions - for eaample, the currently active player (that's 
always the one nearest the ball, to the uninitiated) Is 
highlighted by an arrow indicating which way you're 
shooting, thus putting an end to own-goal misery. 





Rain, rain go away... not 
much chance of that on the 
sodden pitches of Europe. 
From time to time the heav- 
ens open, the sky darkens 
slightly and it buckets down, 
making play slightly trickier 
and more depressing. 
Fortunately these 
downpours don't last long, 
and the the clouds will be 
clearing before you know it. 



I. 



Good defenders will be able to relieve an attacking player of 
the ball by means of a gentle tackle from any direction - 
even directly behind him. More violently-minded players, 
however, will probably enjoy doing a hatchet job and bring- 
ing opponents down, although fouls very rarely go 
unnoticed and the ref has no qualms about awarding yellow 
and red cards for professional misconduct. 



Iff you're tackled right outside the oppo- 
nent's penalty area, it's time for a set- 
piece free kick. This is essentially an 
extension of the crosshair system where- 
by normal free kicks are taken, with an 
extra tactical element. Let us explain... 




THE VERDICT 

How to describe Krisalis' latest in a 
nutshell? Well, it's not quite as good 
as Barnsey plays for Liverpool, but It's 
a damn sight better than he plays for 
England. The extra 30-odd percent 
speed Increase over the Manchester 
United games makes a real positive 
difference, but thankfully the action 
Isn't quite as frenetic as, say. Kick Off, 
so the more traditional, sedate feel 
that Man U fans enjoy is still In 
evidence. In two-player mode is game- 
play is excellent - it feels nice, Is 
Instinctive, satisfying and... well, a lot 
of fun. My only gripe Is the one-player 
mode. The computer player is a bit 
too good for my liking, and it gets 
frustrating when you have to struggle 
just to keep the ball out of your half. 
As a result I enjoyed the two-player 
version a whole lot more - the game 
really comes into its own when you've 
got an evenly-matched opponent. I'm 
also not too sure about the set-pieces. 
They don't really fit Into the middle of 
what is essentially an arcade game, 
and as such all they seem to do Is 
break the flow of the action. Three 
cheers for the option to turn them off. 
Manchester United players should lap 
this up as a natural progression of the 
theme - as a two-player game I'd rec- 
ommend ft wholeheartedly as the best 
side-on footy sim there Is, but If 
you're only going to play it solo, you'd 
be well advised to have a few test 
plays before splashing out. 
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! HAME ONE 

The defensive players form the tradi- 
tional wall. In this situation a direct 
snot Is likely to be blocked, so a 
T>ore complex tactic is called for. 
•tow about something like this? The 
•Hacking side first selects a player 
using the mouse pointer. Once this is 
done, the player 'draws' the path for 
*** player to run to take, as illustrat- 
ed by a straight line. Once this first 
aaypoint is set. a second line is 
drawn from this point, indicating 
where he should shoot or pass the 
Mil to once he's received H. 



FRAME TWO 

With the first kick In place, the 
attacking side then selects another 
player to run and intercept the ball 
at the point where it's been passed. 
You're now in shooting position with 
no wall in the way, so the player is 
then Instructed to shoot the ball 
straight into the far corner of the 
net. Magic! 



FRAME THREE 

When the attacking side is happy 
with his tactics, it's over to the 
defending side who, having seen the 
attacking tactics, can issue similar 
instructions to his players in an 
attempt to thwart the goal attempt. 



» 4 



FRAME fOUR 

Now it's back to the attacking side, 
who are given one last chance to 
make final refinements to their strat- 
egy before selecting a player to take 
the free kick. Simply draw the path 
of the kick to go to where the first 
player will be running to put the 
final piece of the jigsaw together, 
and away you go! 
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Super Mmaco OP. Golden A»e. Cf-ckdo-n . 

Bm 

All four game* f- only I I9.W 



HGLIVMIMUX OI.I.F.< HON 
Robocop. GhiHtb-4ert II. Indiana lon». Balman the 
Movie 

All (iames lor only £I6W • 



PDWhK PACK 
Xenon 2. TV Spam Football. Bloodwycn. I-anhan 
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Kick On II. Playei Manafc. Kick Off II ihe Final 
WhiUle 
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FLIGHT COMMAND 
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Icamrng in Mth». Strence. Geog raphy and Engliili 
Kid. lype. Weaiher Watcher. Calender Oui/. Word. 
A Number, game. Set* Male h. What n -be re a i. 
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REVIEW 



* scout 





Although it's nice to be out of the 
rain on the Scottish moors. Castle 
Maclean doesn't offer too much In 
the way of a safe haven. This fire 
looks very Inviting but every so often 
it explodes in a shower of deadly 
flames. So much for a warm 
welcome! 





Not everything is out to kill you under the sea. These friendly turtles will gladly let you ride on 
their back to those tricky out-of-reach platforms. The only trouble Is your weight makes them 
slowly sink, so it's a good idea to keep jumping. 



and 




David Upchurch discovers that Renegade's latest is no 
dog - it's a coyote! 

It's a dog's life in platform games today. 
Or, to be more precise, a coyote's. An evil 
wizard is using his dark powers to turn 
the whole world really, really nasty, and 
there's only one creature brave enough to 
stand up to him: Cool Coyote, the piano- 
playing star of this, the latest game from 
the pedigree Graftgold stable on the 
Renegade label. 

Cool Coyote's quest takes him from the 
icy northern wastes of his home through 
thirty levels of platform peril spread over 
seven different 'worlds', culminating in a 
face-off with the Wiz in his desert domain. 
To progress Cool Coyote has to find the six pieces of 
each level's door key which the wizard has broken up 
and scattered amongst his foul minions. And as you'd 
guess, they don't give up their precious fragments 
without a fight. 

Initially Cool Coyote's only protection are his ice balls 
(don't laugh) which he can use to freeze and then 
smash the baddies. But the hotter it gets, the quicker 
the nasties thaw out and continue the chase, madder 
than Hell. (Well, wouldn't you be?) 

Fire and Ice is another belter from Graftgold's 
Andrew Braybrook, he of Uridium, Rainbow Islands and 
Paradroid 90 fame: it's good looking, highly playable 
and addictively tough. This is one game that definite- 
ly won't leave you cold! 




These tiny rain clouds crop up quite 
commonly in the earlier worlds. 
They're not there for decoration - 
they contain powerful snow bombs 
which, when wielded by Cool Coyote, 
instantly freeze all the baddies on the 
screen, allowing our hero to go round 
and smash them at leisure. To get at 
the bombs you have to pepper the 
cloud with ice balls. The cloud will 
darken and rain will start to fall. Keep 
shooting and the rain will turn to 
snow bombs. Now it's Just a matter 
of scooping them up before they 
melt... 




R E V I 





Being the big-hearted boy you are. part of your fob is to try and rescue lost 
puppies. Once found, they behave like 'multiples'; happily following you 
around, firing ice balls and smashing frozen baddies. Experienced players 
will discover that the puppies don't jump around randomly and can be 
'encouraged' to do certain things. For example, firing rapidly will make the 
puppy run ahead of you. Since puppies are totally indestructible, they can 
then be used as 'advance guards'. And remember, if you successfully get 
them to the level exit you're awarded a bonus life! 




...But don't take too long. After a 
while the wizard senses what you're 
up to and uses his malign influence 
to turn the snow cloud into a storm 
cloud, complete with deadly forks of 



lightning! 




The Sonic Bark is one of the best 
power-ups. Hold down fire and 
Cool Coyote lets out a blood-cur- 
dling howl that freezes and shat- 
ters everything that hears rt! 
Remember to make sure you're fac- 
ing the right way when you use it 
though - anything behind you 
escapes undamaged! 



Under the sea is the place to be... 
but not if you're a coyote. Glum- 
looking fish milling about and squid 
zooming hither and tither all spell 
death for our canny canine. Fortun- 
ately it's not all nasty. For example, 
beady-eyed clams provide handy 
bouncing pads to get Cool 
Coyote up to the more pre- 
carious platforms. 



Vow! You've barely set paw in this 
level when a flock of seagulls 
attacks you. A quick snow bomb 
should see 'em off - and reveal a 
key part In the process! 



Woooaah! Slip-slid- 
ing helter-skelter 
down the slopes Is 
not a good idea - It's 
very easy to slam 
straight into the bad- 
dies. 



There's no business like 
snow business - as C.C. 
discovers in World 1. If 
you thought mad moles, 
pervy penguins and sad 
seagulls were tough, wait 
until you meet the Yetil 




Lots of penguins and snowmen in here, so 
be careful! Make it out alive and you should 
have two more key parts! 




fir 




Moles start making an appearance here. Chill 'em out 
then stock up on snow bombs from the cloud. 



4- 





look at all this - lots of luvly 
tonus items giving poirm-apleniy I 



E V I E W 



Spend too long 
faffing about in ' 
the jungle and 
you risk getting 
caught in a par- 
ticularly nasty 
eruption from 
one of the 
distant 

volcanoes. Great 
gobbets of lava 
rain down that 
are. as you'd 
expect, lethal to 
the touch. You've 
either got to 
avoid them - 
impossible! - or 
find a ledge to 
shelter under. 



(Right) Flippin 'eck! Look at 
the size of that thing! (And if 
you think that's big, you 
ought to see its droppings.) 
How on Earth do you beat it? 
The trick is to run back and 
forth under Big Bird's claws 
as It hops around, taking 
pot-shots at it's tail and 
head. Eventually it'll fall to 
the ground in an explosion 
of ice shards... whereupon 
little Amazons hop out and 
take up the fight. Nastyl 




(Above) Inside Castle 
Maclean Cool Coyote has to 
endure a perilous trip across 
a vast moat of porridge, hop- 
ping from block to block. 
This wouldn't be so bad, but 
some of the blocks don't 
appear until you hit them 
and others slide up and 
down. Very ruff, indeed. 




Magic switches hidden in the 
floor cause icy bridges and 
ladders form out of thin air. 
Cool Coyote's got to be 
sharp in using them though, 
because they soon melt. And 
suffice to say. the hotter it 
gets, the quicker they disap- 
pear. 

(Right) My word, haven't you 
got big bones? These are just 
about the best bonuses a 
prairy dog could hope to 
come across - each one 
awards the player with a 
whole brand-spanking-new 
life. The trick to finding them 
is to explore every nook and 
cranny of those distant, 
tricky-to-get-to platforms - 
H you're In luck a bone 
should literally fall out 
of the air. 




(Above) Hidden ice blocks only reveal thenv 
selves when they've been hit. And find them 
you must, because each is packed with 
oodles of juicy power-ups which pop out 
with every shot. But don't go too mad - shoot 
them too much and they disappear for good, 
and often the blocks have to be used as step- 
ping stones to climb to freedom. 




I S I U Jl 0 



m 



| JLHRBIL 



ITY 



LRSTflB ILITY 




OVERALL 
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THE VERDICT 

Fire and Ice is Andrew's first game 
written solely with the Amiga in 
mind and It shows; it's slicker than 
an oiled eel. Take the title screen - 
the words 'Hit fire to play' slide, 
bounce, tumble, swirl and explode 
on-screen, anything except just bor- 
ingly appear. And this is a minor 
example of the Impressive touches 
lavished throughout the whole 
game. But thankfully Fire and Ice is 
far more than a mish-mash of tech- 
nical tricks. 

One of the nicest things about 
the game is that it can be played on 
a number of levels. Novices will 
concentrate on surviving long 
enough to get out the door, but 
those who've gained enough confi- 
dence will explore for bonuses 
while top players will endeavour to 
free the puppies for those valuable 
extra lives. And even when the 
game's been cracked there's the 
lure of trying to find all the secret 
levels for the elusive "100% 
explored" rating. 

The difficulty is perfectly judged, 
tough enough to make a long-last- 
ing challenge but no so much that 
you throw your joystick at the telly 
and give up. Each world has a 
slightly different 'feel' as well as 
being very different aesthetically, 
keeping the player alert and on his 
toes. 

Fire and Ice is truly excellent, the 
best platformer since, ooh, 
Rainbow Islands {another 
Braybrook game). Miss this and 
you'll feel dog rough. 




There are stacks of different power-ups. some 
lying on hard-to-reach platforms but most 
stuffed inside the hidden ice-blocks. The trick 
to find a power-up you like and then only try 
only collect its Icons - the more you collect, 
the more powerful the weapon becomes. 





A REAL (model) 
JAGUAR XJ220 

worth over £200.000! 



COMPETITIO 



As if you weren't already fairly salivat- 
ng at the thought of the arrival of 
Core's forthcoming Jaguar XJ220 game, 
we're proud to announce the advent of 
a most excellent competition! 

To whet your appetite for the verita- 
ble feast of automotive exhilaration 
which will undoubtedly be delivered by 
the game we've got together with top 
fellas at Core to offer you the chance of 
winning a rather splendid 
model of the XJ220 which 
really drives along and every- 
thing! 

And if you thought the 
two hundred thousand pound 
price tag attached to the real 
Jaguar XJ220 was a touch steep, you 
should see what they're charging for a 
model one! This isn't any old bit of 
pressed plastic with a Skalextric engine 
in it you know. Good Lord no! We're 
talking state of the art Japanese crafts- 
manship here. 

Quite whether you ever get around to 
racing up and down your front path 
with the model is uncertain, since it is 
such a spanking and sexy piece of kit 
you'll probably want to treat it wish as 
much care as you would the real thing. 
Nevertheless, it's got a fair old turn of 
speed and should you decide that the 
radio control needs a good airing, you'll 
be able to see of challenges from virtu- 
ally anything else on four small wheels. 




WHAT YOU WIN 

The winner of the competition will win: 

* A 1 1 o scale Kyosho model of the Jaguar 
XJ220 complete with turbo charger. 

* A state-of-the-art Futuba digital propor 
tional radio control system. 

* A free battery! 

* A copy of Core's most agreeable XJ220 
game. 



HE QUESTIONS 



. f 



Answers: 



HOW YOU ENTER 



Answer the questions on the form at the 
bottom of the page, cut it out and send It 
to: 

XJ220 Competition 

The One 

Priory Court 

30-32 Farrlngdon Lane 

London EC1R 3AU 



1) Name the only other car game 
which Core have released. 

2) When did Jaguar last win the Le Mai 
24hr? 

3) Where in the UK are Core Design 
based? 

RULES 

Employees of EMAP, Jaguar, Core Oesign 
and their families are not eligible for entry, 
The competition closes on the May 21st. 
The lucky person who's name is picked 
from the boot of publisher Mike's very own 
real XJ220 will win the model. The Editor's 
decision is final and no correspondence will 
be entered into. No alternative prize is 
available. 



Name, 
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COMPUTER SHOPPER UVE * COMPUTER EH 




SHOPPER UVE • COMPUTER SHOPPER LIVE 




Try it before you buy it! That's what the Computer Shopper Show is 
all about. It's the only exhibition that covers all you've ever wanted 
for your computer and more, so whether you're into consoles, 
Amigas, STs or PCs, don't miss it! 

As well as offering you the best deals around from major hardware 
and software suppliers, you can have a crazy time making your 
mind up what to buy. 



CHECK OUT 
the games arena 

experience and be the first 
to put the very latest 
software to the test. 



a strole down Console 
Alley and get the feel of 
the latest consoles on the 
games market. 



Don't wait tor the lero hour before 
checking into the Games lone, hook 
HOW anil save yourself some cash! 




GET SMART 
and take advantage of FREE 
technical and buying advice 

from Computer Shopper 
Magazine's team of experts 
and the 

CU 
Amiga 
clinic. 



save 25% 

beat the queues 

book early 

Under 16's £3.00 

(£6 & E4 on the 
door) 



©HO 



Spring Computer Shopper Show 

28-31 May, Olympia 

Show opening limes: 10am lo 6pm each day 

The show is taking place at Olympia Exhibition 
Centre, Hammersmith Road, Kensington, London 
W14 and can be easily reached by TUBE: Olympia - 
District line, Circle line, Picadilly line and 
Metropolitan line. Or by BUS: No's 9. 10, 27. 29, 91. 

BOOK NOW: Complete and return the following 
coupon to: Spring Computer Shopper Show, Earls 
Court and Olympia Ltd, Earls Court Exhibition 
Centre, 

Warwick Road. London SW15 9TA. 

Closing dale tor ticket applications 22 May 1992. 



Spring Computer Shopper Show 
28-31 May, National Hall, Olppia 

Name 



Ppe-registration form 



Address 



Postcode 



Please send me 



adult tickets @£4. 50 and 



child tickets @£3. 00 



□I enclose a cheque made payable to Computer Shopper Show for £. 
□ Please debit my ACCESS/VISA account 



No. 



I 



I 



J I. 



I I. 



Expiry date 



J. 



Signature 



PPER LIVE • CO 



i 



Which of the following are you interested in at the show? 

□ Amiga □ ST □ Printers/Other Peripherals 

□ PC □ Games Software □ Other Software 



ST1 






LOTUS ESPRIT TURBO CHALLENGE 

GBH Gold £9.99 




I o question about it - this has to 
be THE budget release of the 
I month. Gremlin's first serious 
foray into the Amiga driving scene is, 
for our money at least, still the best 
road racer anyplace anytime anywhere. 
Don't be put off by the seemingly 
heavy licence connotations - this is 
hard-rocking arcade racing, complete- 
ly free of pretension and brilliantly 
exhilarating and fun to play. 

The racing action takes place over 
nine increasingly tough courses arou- 
nd the world, with the screen split hor- 
izontally into two for twin-player head- 
to-head fun. A minor letdown is that 
there's no full-screen display for one- 
player mode (a problem rectified in the 
otherwise inferior Lotus 2), but since 
the game is faster, more playable and 
more fun than any other no matter 
what mode you play it in, it's not too 



much of a problem, 

Instead of the conventional check- 
points and time limits, players must 
complete a series of laps and finish in 
the top ten in order to qualify for the 
next round. Crashing into the white 
computer cars naturally slows you 
down, but there's no damage factor - 
the only problem on that score is fuel, 
which on longer tracks must be topped 
up by pulling into the pits at the appro- 
priate point. And that's about it really 
- there's nothing more to it than that, 
and that's part of what makes it such 
mindless, adrenalin-pumping fun. In 
one-player mode it's excellent, in two- 
player it's unbelievable. For a penny 
under a tenner, there is absolutely NO 
excuse not to buy this now. So don't 
even try to think of one. 

TINKY RATING: 94% 



'Aaaarold! Yes, if you're a bit of an Albert 
Steptoe (the sort who likes to shine things up 
and sell them, and will actually pick up a 
penny from a slimy pavement) then this is the 
section for you! Now that budget and com- 
pilation software is as firmly established as 
full-price, you can afford to indulge in a new 
(or nearly new) slice of Amiga action nigh-on 
every week of the year! But even at these 
rock-bottom prices it can be all too easy to 
put your foot in it. So you need Gary Whitta 
(by consensus the most tight-fisted sod ever 
to walk the Earth) to tell you where to place 
your pennies. Take it away, Gaz! 

I am getting paid for this, right? I am? How 
much? Oh good. Then on with the show... 





MANCHESTER 
UNITED 

GBH Gold £9.99 

mmm... not a bad month for 
tinks, this. Not only are we 
treated to the best arcade driv- 
ing game going, but we also get one 
of the best side-on football games in 
the form of Krisalis' original - and very 
smart - Manchester United game. 
Admittedly it's not quite as good as the 
sequel Man U Europe, the differences 
are only likely to be noticed by the 
most discerning soccer fans - and at 
only a cockle, who's complaining? 

The on pitch action is quite similar 
to Krisalis' latest John Barnes European 
Football {reviewed in those outra- 
geously-expensive "full"-price pages 
this month) in that it's a side-on affair. 
When originally released it was a big 
chart hit. selling to the multitudes of 
people who just couldn't understand 
what the big Kick Off 2 fuss was all 
about. It's true that, brilliant though it 
is, Kick Off 2 is a bit of an acquired 
taste, and Manchester United cashed 
in on that deficiency nicely by offering 
calmer, more sedate footballing gear- 
ed towards more traditional tastes. 

A unique feature of Manchester 
United is that it successfully marries a 
full management section with the 
arcade action, and players can choose 
to play a straight management game, 
an arcade tournament, or the big 
bonanza with both elements com- 



bined. To date the management sec- 
tion is still more comprehensive than 
many others on the market, with full 
training, scouts, league and cup draws 
and all the other waffle, and the smart 
presentation makes it considerably 
more accessible too. The purists will 
probably thing that neither side is com- 
plex enough to justify purchase, but for 
everyone else you're unlikely to find a 
footballing experience as well-round- 
ed as this anywhere else. Triffic value. 

TINKY RATING: 86% 



HOVERSPRINT 

Codemasters £7.99 

Yay! An original game, from 
those perennial purveyors of 
above average goods at below 
average prices for the discerning 
punter, Codemasters. Unfortunately, 
when it comes to the Mastering Code 
department, the programmers of this 
latest offering seem to be a bit lacking. 
Hoversprint is a futuristic 3D race game 
that's a bit like... well, it's sort of a 
poor man's version of Stunt Car Racer 
and Race Drivin' combined. Players 
take the controls of super-sleek road- 
going hovercraft-cum-car thingies and 
race them over a series of space-age 
tracks, presumably to appease the vio- 
lence-hungry masses in a world where 
crime and sex have been abolished. Or 
something. Anyway, the upshot is 
you're stuck inside this high-tech cock- 




BUDGET & BUNDLES 



pit with about a third of the screen 
given up to the actual 3D view. Given 
this, combined with some of the amaz- 
ing speed limits that 3D programmers 
have been breaking on the Amiga of 
late, Hoverspnnt is actually surprising- 
ly slow. It's not that it's tortuously snail- 
like or anything, It's just that when your 
speed says 800mph, you'd expect the 
car to look like it's doing more than 30. 
As it is it doesn't, and the result is very 
underwhelming indeed. 

There are some nice touches, like all 
the presentation at the start when you 
select your ship and racetrack (alth- 
ough the music throughout this bit is 



fantastically annoying), and when you 
pull into the automated pits for a 
check-up. And in the unlikely event that 
you've got an RS232 lead and a mate 
who doesn't mind dragging his Amiga 
all the way over to yours, you can have 
a two-player linkup game. But as for 
the game itself - let's just say that the 
claim of "total control" 3D racing on 
the back of the box is a bit of an over- 
statement. Don't do yourself a mischief 
- go get Stunt Car Racer or this month's 
Lotus instead 

TINKY RATING: 56% 



THE BITMAP BROTHERS 
VOLUME ONE 

Renegade £25.99 



Woo-ooo-ooo! Fancyl Who'd 
have thought it. eh. that 
those style commandos, the 
KLF of the software industry, would 
ever come down to our level and 
release a compilation? Well, the reces- 
sion can hit everybody hard and what 
better way of making a few extra quid 
than to bung out your old games all 
together in a big box? No better way. 




that's what. Actually, that's a bit of a 
cynical appraisal of the situation and of 
course the real reason why those nice 
Renegade people are doing this com- 
pilation is to bring the delights of The 
Bitmap Brothers to those poor unfor- 
tunate Amiga owners who didn't have 
the presence of mind to purchase them 
the first time round. 

All in all, it's a bit of a mixed bag. 
The games featured are Xenon, 
Cadaver and Speedball 2 - the latter 
game being by far the best of the lot. 
Xenon, which was the Bitmaps' first 
ever game (originally released through 
Virgin) was, at the time, THE bee's 
knees and by far the best 16-bit 
shoot'em-up anyone had ever seen. But 
seeing as the ST and Amiga games 
scene was still in nappies at the time, 
this wasn't much to shout about. 
Nevertheless, Xenon was tremendous- 
ly ahead of its time when it was 
released at the start of 1988 and sur- 
prisingly still holds its own to some 
extent four years later - even if it is 
spectacularly hard. With the likes of 
SWIV, Xenon 2 and this month's Project 
X all showing it up no end, it'd never 
make it in today's full-price market, but 
it's a welcome addition to this compi- 
lation. 

Cadaver is. to my mind, the collec- 
tion's weakest link - but that's primar- 
ily because I'm a bit of a thicky and get 



bored by all that puzzle-orientated 
stuff. But having admitted that, I'd still 
say that Cadaver is a tad too heavy for 
most tastes. It may look like an every- 
day arcade adventure, but the puzzles 
are HARD and only likely to be appre- 
ciated by the most committed and 
patient gamer. Considering it's rubbing 
shoulders with such mindless mayhem 
as Xenon and Speedball 2. it seems 
rather out of place. 

Top of the bill is Speedball 2, and 
deservedly so as it's undoubtedly the 
Bros's finest hour to date. It's bigger, 



beefier and utterly better than the orig- 
inal and, we believe, still the best 
future-sports game of any kind on Ihe 
Amiga. It looks absolutely lovely, plays 
even better and is just... ooh, a big 
dreamy fudge sundae of a game. On its 
own it's a bargain. Add Xenon for the 
nostalgia value, bung in Cadaver for 
those long winter nights and you've 
got a top-notch compilation. It's just a 
shame you've probably got all three 
games already. 

TINKY RATING: 84% 



FANTASYPAK 

Silmarils/Daze £19.99 



I always have my doubts when the 
name of a game is deliberately mis- 
spelled in an attempt to sound hard 
and street and cool - and Fantasypak 
is no exception. That, coupled with the 
fact that all three games on the com- 
pilation are of French origin (I hate that 
really weird stuff) does, I have to say, 
leave me cold even before I look at the 
actual content. But ancient prejudices 
aside, what actually awaits you inside 
the black magic box? The gallic trio 
consists of Colorado, Crystals of 
Arborea and Boston Bomb Club, all 
three of which have appeared previ- 
ously on the Palace label. A pretty 
diverse collection to be sure - an adven- 
ture game, arcade game and puzzle 
game all in the same pack? It's a bit like 
a variety pack of cereal, where you get 
lots of different types, but there's never 
enough in each box for a proper break- 
fast. This analogy is actually quite accu- 
rate, as none of the three games are 
really that satisfying. 

Colorado is an odd little arcade 
adventure combined with some 
strange sub-games that supposedly 
tells the tale of a prospector travelling 




across the wild west in search of an 
Indian goldmine. For the most part it's 
just a case of running left and right, 
fighting baddies, collecting objects and 
visiting shops, with a 3D ride-the- 
rapids canoeing section that gets you 
from place to place. If truth be told it's 
actually pretty poor - far too primitive 
and sluggish to really get the adrenalin 
going. 

RPG Crystals of Arborea is by far the 
"deepest" product of the lot, putting 
the player in charge of a six-man team, 
with the traditional differing abilities 
and stats, searching for four magical 
crystals through the forest land of 
Arborea. Make no mistake, it's heavy 
going, but exquisitely illustrated and 
presented. As such it's one of the more 
accessible RPGs I've seen - a great deal 
more than most of the American 
efforts - even if you do need the 
patience of a saint to get into rt 

Finally there's Boston Bomb Club, a 
most bizarre puzzle-orientated thing 
that borrows elements from the likes 
of Pipe Mania and the classic 
Confuzion. Outrageous Ninteenth 
Century storyline aside, the idea is to 
guide a series of bombs across a giant 
Victorian contraption by adjusting the 
set-up (opening gates, turning wheels, 
etc) to divert their path. It's got the key 
element every good puzzle game 
should have - that old "minute to learn, 
lifetime to master" quality, but the 
infernal nature of some of the later lev- 
els makes for a challenge that, I sus- 
pect, might be a bit too much for Joe 
Average, considering that the rewards 
for completion aren't that great. Puzzle 
masters will get more than their fair 
share ot kicks here, however, and as a 
result I'd say it's Boston Bomb Club 
that makes the compilation worthwhile 
on the whole. Coupled with Crystals of 
Arborea, it makes a nice cerebral dou- 
ble bill - Colorado is just a low-quali- 
ty supporting act that should be looked 
upon as a semi-bonus. Recommended 
to Tefal-heads. 

TINKY RATING: 69% 



SUBSCRIBE TO THE 



The One is the only magazine you 
need for a totally comprehensive 
window on the Amiga games scene. 

Each month we'll be bringing you 
the hottest games read available, 
with the first reviews, exclusive 
Work In Progress features, 
entertaining articles and invaluable 
tips. 

And every issue of The One will also 
carry two cover-mounted disks 
crammed to the very gills with 
playable demos, complete games 
and exclusive custom-written 
interactive specials unavailable 
anywhere else. 

• Subscribing to The One guarantees 
delivery to your door of the next 12 
issues of Europe's essential Amiga 
games magazine. 

• By subscribing to The One you can 
be sure of priority access to the 
essential reviews, previews, features 
and news stories each month. 

Over your next 12 issues, we'll be 
working hard to deliver you the very 
best in cover mounted disks. 

• Subscribe to The One and be 
confident of receiving the ONLY 
authoritative guide to Amiga 
entertainment. 

Choose from one of the following 
classic Core Design games: 

Wolfchild 
Chuck Rock 
Corporation 




WOLFCHILD 

Guide Saul, the powerful wolfchild, in 
his quest to seek revenge on the evil 
Chimera organisation • who have 
murdered his family and kidnapped his 
father. Change his form to that of a 
powerful psychic werewolf as you fight 
your way through five levels of action 
packed adventure. This games is totally 
addictive! 



CHUCK ROCK 

Help Chuck Rock in his quest to rescue 
the beautiful Ophelia from the clutches 
of his arch rival Gary Gritter. Kick, 
throw rocks and belly-butt your way 




through a multitude of comical zones 
featuring 500 screens of exciting and 
addictive gameplay. 



CORPORATION 

Your role as a Zodiac agent is to 
infiltrate the sixteen-f loor 
headquarters of the Corporation and 



ONE AND GET A FREE GAME! 



locate and obtain an embryo from the 
building's foetal laboratory. Arm 
yourself with special tools, avoid the 
internal alarm systems and multitude 
of security guards. A sinister adventure 
game set in a complete 3 dimensional 
environment. 



CAR-VUP 




As Arnie, you drive round all eight 
worlds featured within the game's 48 
levels attempting to turn Captain 
Grim s evil back into good. You must 
rescue your kidnapped friends, make al 
the worlds a better place again and 
then go on to defeat Captain Grim at 
the exciting climax of the game. 



FRENETIC 

Is there life beyond the outermost 
edges of the universe? Join the 
scouting team which is sent to break 




through the defences and reach the 
distant edges of the mapped universe. 
Go further than any ship has dared 
venture before.... 




TORVAK 

Evil lingers all around .... a shadow of 
despair has been cast over your 
homeland. Avenge your people and 
complete the 600 screens over five 
levels to the final confrontation with 
the evil necromancer. 



WARZONE 

The year is 1999. World peace is being 
threatened by an unknown enemy 
force, you and your accomplice have 




been chosen to lead an allied attack 
which will take you through eight 
different scenarios. 



SUBS GUARANTEE 

If you aren't completely satisfied with your 
subscription, you may cancel at any time and 
receive a prompt refund for all unmailed 

copies. 

Your software choice is mailed separately to 
your first magazine. Please allow 21 days for 

delivery. 

SUBS SUMMARY 

12 issues United Kingdom £42.00 

12 issues Europe air mail £48.00 

1 2 issues Rest Of World airmail £75.00 

12 issues Rest Of World surface mail £45.00 

We suggest that overseas readers pay by 
International Money Order. 
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ORDER FORM 

Please send to The One Subscriptions Dept. PO Box S00. Leicester, LE99 0AA (please make all cheques payable to EMAP Images Ltd) 



Name 



....•......»*. «......».. «...,.. ......... 



Address baH—watH—i >....■»...■...■■.. wmmwm 

„ Post Code ™ 

I would like a subscriptions for 12 issues to The One, please start my subscription from the Issue of The One (please enter month). 

I would like the following FREE game: 

□ source code: O027L 
J source code: O025C 
J source code: 0023T 



Wanone 
Car-Vup 
Chuck Rock 
Torvak 



J source code: 0026G 

_) source code: 0022P 

—I source code: 0024X 

J source code: 00280 



Frenetic 
Corporation 
Wolf child 



I enclose a cheque/postal order (payable to EMAP Images Ltd) for £ Please charge £ to my Access/VIS A/Diners CluJVAMix 

Card Number : , ~ • 



Expiry Date : 
Signature : 



•*■■«••***• 



-""liM 



• ****** ******************** ...... ******* IIIHIIHHUH 



Fulfilment : Alan Wells International, Memberline House, Farndon Road, Market Harborough. Leicester LE16 9NR 



PETITION 




Yes indeed! The time has come. You've all been playing the WWF 
game on your Amigas and loving every minute of grappling excel- 
lence. But now comes the chance of a lifetime for all you apprentice 
Ultimate Warriors. Because here is your chance to win a fantastic 
Wrestlefest coin-op! 

Yes. We've been taunting and tempting you for what may very well 
seem like an eternity, but this very month, your time has come. 

SO WHAT'S THIS WWF 

BUSINESS THEN? 

Oh dear. You haven't been paying attention to 
current events, have you? The wonderfutness 
that they call the World Wrestling Federation has 
brightened the lives of countless satellite TV 
viewers since it hit these shores a few years ago. 
and if you're missing out, welt, you're missing 
out. 

With glamorous stars like Jake the Snake 
Roberts, Sgt Slaughter and Mr Perfect, and its 
truly awesome marketing and merchandising 
industry, WWF is a million light years away from 
those awful Sunday Grandstand bouts between 
The Golden Lad and Giant Nastyfellow. 

The heroes of WWF are more popular with the 
American public than both film and music stars, 
and the same wrestling fever is sweeping the UK 
like wildfire. 

AND WHAT, EXACTLY, IS A 

"WRESTLEFEST COIN-OP"? 

A Wrestlefest Coin-Op is the top-notch arcade 
machine assembled to give YOU the chance to 
take part in the very finest thrills and spills of 
WWF wrestling without the danger you would 
normally encounter if you were to step into the 
ring to face off against muscle-shredding geezers 
like Legion of Doom and The Bushwackers. In 
fact, there's a picture of the coin-op right here. 




COMPETITION 





VERY NICE. WHAT DO I DO? 

Firstly, you ask the permission of whoever has 
the pleasure of paying the phone bill (See, RULES 
ETC..) if it's okay to enter. Then, you just dial the 
number at the bottom of the page and answer 
the questions asked by the man with the silky 
voice. If you get all of the questions correct, then 
you will be asked to leave your name, address 
and telephone number. If, when the competition 
closes, your name is picked out, then you wi 
nave WON! 

RULES ETC... 

Calls are charged at 38p per minute cheap rate 
and 46p per minute at other times. No employ- 
ees of EMAP Images or their relatives are eligi- 
&ie for entry. The Editor's decision is final and 
"-o correspondence will be entered into. Good 
feck I 



LAZER 

SOFTWARE 



FIRST FLOOR OFFICE, 16 LINDEN GARDENS, 
CHISWICK, LONDON W4 2EQ 
Telephone: 081-747 9344 
Fax:081-995 1325 

Hours of opening: Mon-Sat 10.00am - 6.00pm 




v2MooUp3»ae*M*.eloe*i 29.99 

30Comiiuc»onK(l 2699 

40 Sports Boong _..1M9 

*D Sports Drwng 1699 

A320AIRBUS .2399 

Mam f array 1599 

Advanc«T«fm 16.99 

J^onv- _ 16.99 

Ar Support 16.99 

Alan Breed - 1599 

AMn Storm 1699 

AflerMOmmv '9.99 

AitMm 1599 

AiwtherWorkj 1699 

AT AC* 2399 

B-i7Ryi*jFoi*e»a 2399 

Baby Jo 1599 

BarDanan " (Psynos*) 16 99 

Bards Tale III 16.99 

BATIL.,..__ 23 99 

Bane Bound* 16.99 

Batw CcmmarxJ _ -14.99 

Ban* l<*s -19.99 

BaitteCTieei 1499 

BMDKtHMll - -.1S99 

kgR* 1599 
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Oar* Civpi 16.99 

Bosun Borrb Club 16.99 
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Canto. -1MB 
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Cent Legend 21 99 

Certunon — 1699 

Challenge Got! 1699 

Chaos Engme - — 1699 

Charge ot the Light Brigade 1 7.99 
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ConaneuOnmenan 19.99 

Covert Acoon' -23.99 
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CyWr F«/l..„_ - -.1599 
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OeaSiBnnger _ -..1699 

Oeuaerout 1999 
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Dragons Lair 26.99 

Dragons lair II Tme Warp 26 99 

Dune" -15.99 

Era Que* 27.99 

EH -.1599 

ENraMftOassOf Dart. II 2399 

Epic" 1599 

EyeOtTrvaBenolder 1699 

Eve 01 The Beholder IP 20 99 

EyeOThe Stm' 19.96 

Exes- 16.99 
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F19S»ealm Farter _19.99 

F»llat«ajor - -1599 

F117A" 21J9 

FamasK Voyage 1698 
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Final figtfl. — 1699 

Fm S*murtJ 1699 

Flrjm 01 The Wnjrjer 19 99 

Floor 13 2199 

ForrmAa One Grand Prl> * .23.99 

Fuzzbot 15.99 

GaurakMlIP — _ 16.99 

Geisna(l6vrsonV) 1699 

GorMher 16.99 

Gods 1599 

G LOG 1699 

G«rrjrip200tr 2399 

Heert of China 2799 

Hr»mdsl.....y 2399 

Hone Atone* . 16 99 

►tor** 1599 

Hudson Har** 15.99 

Hunter 19.99 

Inly Jones (Fate Atlantis) 18 99 

Jam«s Pond 2 -1599 

Jimmy Whee Snooker -18.99 

Jo* Montana FocdMir 1699 

Jchn Madden Fooroair 1699 

KmgsOueelV —2699 

Kc*Ofll<rWMeg| 1299 
Kek Oil H (One Meg) 1599 

Knighrmar* .....1999 

Knight O The SKy 2399 

Last Nap III 16 99 

UanrJer.- 18.99 

Leisure Su* Larry V 2699 

Lemrnrngs -.16.99 

Lemmrgs Data Dish 1 6 99 
Lemrmiga Stand Atone 1699 
LordOITneBngs 1699 

Lotus Esprtl II 1599 

Lure 01 The Ternplress' 1699 
MarMogMharns 2199 

UagePoOuHs- 16 99 

Manchester Unted Europe 15.99 

Mauprlilttond* _1699 

Mega Lo Mares- 1999 

Mega Tarns 1699 

Mwoprose Gofl 2399 

M«ta*ntrjrl__ 2399 

Might and Magk; IIP 2199 

Mcrwey Mand..._ - 16 99 

Montey Island IP 17.99 

Mconbase* — — -2299 

Moonstone* -21.99 

Myth* 1599 

Navy Seals -1599 

Oulrun Europe 1699 

Pang — 1599 

Paper Boy ■ 16 99 

Pegasus 1699 

PGA Data Ds* _ 1199 

PGA Plus - — 2099 

Ptthghter _ 15.99 

PoWC* Darkness 2199 

Populous ■ 2099 



O SPECIAL OFFER 
1 MEG CRICKET £6.99 



While Slocks Last 



UTACES 
FtgMwr Bomber. Gunahp 
Fa^on 
naji 



POWER UP 
MMaadBeeel Fksktjow totorW 
X Out. Chaw MQ. Tuiw 

E17J9 



HOLLYWOOD 
COLLECTIONS 

RObOOOf iMoifeuaM II 

■Ulna Jo«k Barman 
t!799 



SOCCER MANIA 
football Manager a. Gair a 
MtoroSoaer.FoororJI 
Uamo~< •<■ " :i - 



R*INHOW COllf CTtON 

HiinOOw I vant. Bubtv 

BotO« 
Na* Zealand SK*y 





TNI 2 

Hyora. 5m* and CtoaaiWiBs. 
HarO Dnvn 2 BeOanlt Sbn 
Bkinnsr 
I9J9 



1 HOT 1 HANDLE 

Shadow Warrtors. Gotten Au 
Sup* CI RO Racer. Total 

HUB I 
I1T99 



QUEST FOR ADVENTUHI 

Opnraaon Swarm. Inoy 
ma Adventure, Mean Siroew 
WIM 



MAGNUM i 

UMurnei DDUH Dago 
op-raion Wdi. Batman Capad 
Crusader 
new 



UNO GAMES 

Auatait O. Walanoo. Ccmract H 
Europe 

f 14.99 



AIRSEA SUPREMACY 

Beam Service. Wnoa 
Qunino. Cat «er Command. 
P4T 
tie.ee 



(LIGHT COMMANU 

EHnnaex. SrrSw Eagk> 
Ma«*r. UOtatar-. Sky Fo* 

iu.w 



POWER PACK 

Knnon II. TV Sports Fooreaii. 
BtMdvrd. Lores") Raly 
ia.ee 



COMPUTER MTS VOLUME 2 
Temr. Joe BlarM GOOan Pom. 
BMrJ Bl BOM 



CHART ATTACK 

Lotua Eaprt. Venua Jamm 
Rom. cnous a onoeM 

naji 



TOR lEAGUC 

Mi DangsnRii 
TV Soon* Fooasal 
M-Jwrter. Fatoon 
tieee 



KIINJA COLLECTION 

Shadow Warrkm Drason 
Una 
Double Dragon 

C14W 



BOARD GENIUS 

Mwepetj BoraDM < Uedc 
uam Cwtocit* Flak The 
World Cooquaai Gam. 



4 WHEEL DRIVE 

Lolua E«rH Coka OT RaSy 
CcrrOo Ram. Team Svauu 
M N 



FOOIBALl CRAZY 

Kk*Orl? Final Wnuaw 
Play* Manag* Alio muOM 
ruuy 1990 FREE 
C1U9 



QUEST ANO GLORY 
r. >'.:- • BAT. 
BWOWych 
MuM 



MAX 

Turtcan II. Sum. Hgntarvlt ST 
Dragon 



CAPCOM COLLECTION 
Saw. UN Souaow Last Duel.Forgoiian Wontta. OhouW I 
orou* Dy-ealy Wars LaO Storm. Smsa. 

Lift 111 



BIG BOX 

Capt*n Bwoa Salan Gura Tarmage Ouoan. BiOW Pu» TM Tin. 
PurpW Saium Day. Krypton Eorj. Mnpmg Jackaon. 80 Bo. 
Hoaiarjaa 

ti699 



Powermac DauOW 11 99 

RbJMb Tycoon 2399 

BBlBasetanfl 1799 

Heath For The Stoea* 1999 

Rise 01 The Oregon 2699 

RCoocopI - 15.99 

RWocopni 15.99 

Rofcozone — 16.99 

Rodteaeer _ _ -20.99 

Rodland- 1699 

flollng flomy _1599 

Fhitxcon- — 16.99 

RupmYVondCup- '699 

Savage Empirt — — 1999 

SeaWiForTheKmg 1999 

Shadow Soreeror 1799 

Shadow Wairor.- —.1599 

ShuOe Tr* S^ulator 2799 

Srsgelaaaler* 1699 

Sasrn Serves) II- _. 2399 

Sim AnT- 15.99 

Sim Earth' -1699 

Smpsons —1599 

Smash TV 1599 



SpaceAcea- Borts Hevenge2699 

Space Crusade— -...1599 

Space Gun __, 1599 

Space Cues) IV.- - 26 99 

Special Forces 2399 

Star Fight II -1699 

Steve McQueen _ -1699 

Sake Fleet -.1699 

Super Space atraders 1699 

Suspoous Cargo 1699 

Swap 1699 

S-itch Blade II .._ —..1599 

Tennnaic* II 1599 

Test Drive III 1999 

The AoVenCH Rooto HoocLt699 

The Godtather.- _ — 20 99 

Their Finest Hour 19 99 

Thrnrf«ne«HrM«tonOe*' 1299 

The Manager — — 1699 

TrartsrliSM* -..1799 

Tip 06 — 15.99 

Tokt , 15.99 

Turbo Charge:'— HUI 

TurttosArcaoV 1899 

TV Sports Boxing 1899 

Tara«*nl2000.- — -2399 

Utma VP 2099 

IHopa 1999 

Vengence c4 E»caltour 1899 

VdeoKkJ — 1599 

VoBled* 2199 

Vroorn , 1699 

WUVVhoe* 1599 

Wim 14 99 

WcdCN« 1799 

World Class Cnckei 19 99 
YYodd Cess Ruby 16 99 

Wrath 01 The Demon 1999 

WWF - - -.1599 



BUDGET TITLES 

3D Pool 7.99 

3 Stooges .8.99 

Advanced Fruit Machine6.99 

AttertXKner 6.99 

Arkanoid II 6.99 

Axel Magic Hammet 6 99 

Barbarian II (Palace) .6.99 
Batman CapeO Cajsa08f6.991 

Batman The Movie 6.99 

Bubble BooNe 6 99 

Carrier Command 7.99 

CemertoW Squares 6.99 

Chase HQ 6.99 

Chuctue Egg B.99 

Chuckie Egg II 8.99 

Colossus Chess 7.99 

Cot*nertlal Circus 8.99 

Crazy Cars -.6.99 

Daa\ Double Racing 6.99 

tokTyTlwmrv3onChall..6.99 

Mr* Strip Poker 6.B9 

Double Dragon I or II... 8.99 

Fast Food 6.99 

Flood A99 

Forgotten Wortds 6.99 

Gauntlet" .6.99 

Ghouls and Ghosts 6.99 

Kichhikers Guide .8.99 

K+ 6.99 

Jel Set Write 8.99 

Last Ninja II A99 

Leatner Goddess A.99 

Lotus Esprit 6.99 

Manic Minor .8.99 

MoonwaJket .6 

New Zealand Sloiy. 6.99 

NmtaWairior 8 

North And South 6.99 

Gperaton Thunderbolt .6.99 

Operabon Wolf 6 

Outrun .6.99 

Phaniasy World Diay..6.99 

Predator _ 6.99 

RAC Lombard Rally 6.99 

Rambo 3 6 

Red Heat 6.99 

Renegade 6.99 

Robocop A 

RType fl 

Shmobi «99 

Stunt Car Race* 7 

SAworm 6.99 

SwiKhbtade Jt 

ThunderblarJe .C 

Treasure Island Dury .4.99 
TV Sports Football (US)7.99 

Untouchables 6.99 

Vigilante 6.99 

WorxKlass Leaderboard6.99 

WiBmII 6.99 

Zenon 8.99 



M ill 



fcrphyoets: ........ _ 
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Computer Tlttes 


Prior 


















Total amount encloaod 





CeroTtoasara Sion aim 



Name) 

Addreaa 



Tel. 



per item. Non EEC counlriea add r3.50 per Hem. All items aub)acl to availability. E. & O.E. 



Cute? Cute!? I'll give 'em 'cuts'! If you harbour a pathological hatred of all 
things green-haired and suicidal then you'll simply love Lemmingoids. 

CREAAA OF THE CROP 



Oh-ho. I so nearly wrote 'Crap' 
there. And that would've been 
unfair because there are some 
real gems on offer this month. 

Best of the bunch Is Lemmingoids 
(G. E. Robins; 1 Mb required). Yup. it's 
another Asteroids clone. Now I know 
you've had a bellyful of 'em. but this 
one is far superior to the usual rub- 
bish. As you may have guessed from 
the cunning title it features blastable 
versions of Psygnosis's rascally 
rodents instead of boulders, with 
accompanying pilfered sound FX from 
Lemmings, Lotus 2. Smash TV and 
First Samurai. To cap it all off there's 



4 £ « 





even a sampled end-of-game wad cry 
by Loadsamoney! (Who he?) 

And if you get tired of zapping the 
cutesy little so-and-sos you can load 
in a variety of other boulder stand-ins. 
like Jason Voorhees' ice-hockey masks, 
Amigas and cigarette packets (to help 
you kick the habit). Even better the 
game actually plays really well to boot. 
Send off for it today! 

Committed fans of rock breaking 
might be interested in the rather 
excellent Obliteration (NBS. disk 
L509; 1Mb required), a novel 
Asteroids/Pang hybrid. You control a 
Turrican twin armed with a multi- 
directional laser who has to blast the 
meteors bouncing about the screen 
into smaller and smaller chunks until - 
you guessed it - they disappear. As 
you progress through the twenty lev- 
els various walls and platforms appear 
to make things that bit harder. 
Obliterator is slick to the max. and 
with a few extra levels and touch more 
variety it could easily make the grade 
as a full-price release. 

On the same disk there's another 
game called Mad Bomber 2 (there was 
a Mad Bomber 17), a rather sad little 
affair where you have to catch bombs 
falling from the top of the screen. It's 
as mindlessly addictive as trying to 
balance a spoon on your nose and 
about as rewarding. Still, you can't 
grumble for this price. Overall, good 
stuff and well worth your time. 



(Left) If you get 
bored of lasering 
Lemmings then 
there are a vari- 
ety of other 
items to take out 
your aggression 
on. even includ- 
ing the dear old 
Amiga. 

(Right) 

Obliteration • A 
truly 'smashing' 
mix of Asteroids 
and Pang. 




LET ME GET IT! 

Doi t lei il wily, ill M ill a irt u id m irMt 

rim n am mat n « i in if mk UM shut 
write h tei m« m u« itenn Otiaw tw i incs nele slip 
lie rewrrt in llelr wiv lekeiM ■ bkuI Wen. ■( 
Hill orrikk cnk H-H-*ue! itf - n B ft ten 
limit H|lc lie imh Mill be DugM a in letter 
M Mire i u m mm ntt. «u i conlMrMlY 
line mbtf ii iik.~ Mm wvIh 1U1 a rait in 
ecu 9 oeB eel wetn Heels n ike ilreiirMll in 
ceu h at Ok m 

lit Ron Meet, 111 Martel Street WjfcfWH Wen 
TarfexMreWTl 10H 
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ere m ■ mm text Sa Hun ice) im liteUPOiHe 
tap ii a n ne nut Ike Die nam Re ca'i nit u 
KcRaJDieaiit 




% GflME OVER^ 

Ii. - kJ 



You unlock this door with the key of imagi- 
nation. A door to another dimension of sight 
and of sound and of mind. Look! There's the 
signpost up ahead! Next stop: the PD Zone. 




THE 
CLONE 
WARS 

There's never enough of that rare 
commodity 'originality' to go 
around, so it's no surprise to dis- 
cover that the PD circuit is awash with 
DIYed copies of arcade or computer 
smashes. Unsurprisingly it's the sim- 
ple, easy-to-wnte games that are 
most frequently ripped off; there are 
enough Tetris variants doing the 
rounds to keep Nintendo's legal 
department busy for years. 

This month two PD... urn... 'inter- 
pretations' of Williams' Smash TV 
have turned up. but frankly neither 
are likely to keep Ocean (who pro- 
duced the recent Amiga conversion) 
awake at night, sweating under the 
sheets. 

Smash Telly (1 7 Bit Software, disk 
1650), which was obviously named in 
an amazing flourish of inspiration, is 
quite simply appalling: crap sprites 
stumble jerkily around a blandly 
drawn arena at the pace of doped 
snails, with only the obscene fascina- 
tion of finding out just how bad it all 
gets on the later levels saving the disk 
from immediate conscription to the 
Nether Regions of Floppy Hell. Never 
before have the limitations of the 
Shoot-'Em-Up Construction Kit been 
so cruelly exposed. 

The honestly-named Smash TV: 
The Rip-Off (NBS. disk G256; 1Mb 
required) is far more impressive. 
Graphically the game's a little rough 
around the edges but otherwise it's 
all there: the power ups. the land- 
mines, the chainsaw-wielding slayers, 
the Mr Shrapnels, the mobile gun tur- 
rets, the sampled speech, the sheer 
weight of numbers, the insane speed 
- everything! And for my money, it's 
slightly more playable than Ocean's 
official conversion. The only fly in this 
otherwise appetising ointment is the 
game's severely short lifespan - 
there's only one easily-completed 
level. So enjoy it while it lasts, okay? 




(Top and bottom) Smash T.V. - The 
Rip-Off it PD at its best. An excellent 
it short-lived dose of fast and furi- 
ous fun... 

(Above and above middle) ...Which is 
not something you can say about 
Smash Telly. Low-grade sprites wob- 
bling unconvincingly across drab- 
grey backdrops may be some sad 
case's cup of tea but it's not mine or, 
I suspect, yours. 




Atit Atac. Yeeuch! These graphics 
would shame a Spectrum! 

BACK TO 

THE 
FUTURE? 

There was a certain frisson of 
excitement that ran through me 
when a disk called Atic Atac 
(NBS. disk PG021) arrived. Remember 
this classic from the Spectrum era? It 
was just one in a long line of superbly 
playable hits created by the sorely- 
missed Ultimate Play The Game, 
whose skill at coding was surpassed 
only by its love of secrecy and enig- 
matic anonymity. The aim of Atic Atac 
was simple - scour a mysterious cas- 
tle full of ghosts and ghouls in search 
of the Key of ACG - but the payabili- 
ty was out-of-this-world. 

Unfortunately, anyone hoping to 
savour that or Ultimate magic once 
again will be severely disappointed by 
this. It's primitive in the extreme, and 
features none of the graphic charm of 
the original - the player's character 
(who could be either a warrior, a wiz- 
ard or a thief in the original) is here 
reduced to a featureless blob and the 
monster sprites are crudely drawn and 
animated. Even worse, it plays ternbty 
too. If you never saw the original 
please accept my word that it was far, 
far superior to this shambling effort. 




For your PHOTO & VIDEO Best Buys 



BE A SMART 
BUYER 

Thinking of buying a camera 
or camcorder? Don't make 
costly mistakes. Read 
Buying Cameras first. 



• Each month Buying Cameras tells you what 
to buy and how much to pay. It cuts through 
the jargon and gives easy to understand advice 
to help you make the right choice. 

• Each month Buying Cameras features the 
world's biggest buyers guide. It gives full 
details and prices of EVERY popular camera, 
camcorder and lens. 

• BUYING CAMERAS MAGAZINE — 

IF YOU WANT OUR ADVICE, 
BUY IT! 

■ sit 1 

WW 







Football Masters is the very latest Miihi-Mariatjer Football Simulator for 1 6 
bit computers. After 4 years of development we are proud to announce the 
release of the most comprehensive football managenvent game ever. It's 
waiting to test your skills right nowl Features Indude:- 

MuhiManager game for 1 lo 4 Players. Three levels of dlfflcully. 
Match highlights minute by minute, make substitutions or loam changes at any DDK. Live 
injuries, ycuow/rcd card* and named goalscotvrs. 1MB version has extra Graphics, 
animattons and realistic digitised sounds. (An option can turn this fealure off). 

Full UK and European Cup itinerary. Includes FA. League, Zenith Data. Ley land Da). 
European. Cup Winners and UEFA Cups. All cup match rules have been made as accurate 
as possible Two Leg Ties. Extra Time. Away Goal Rule. Seeded Draws. Byes, etc 

All 4 league divisions with play-offs and league expulsion. 

Real Initial, surname, league career records, height and age entered for all player* as at 
the stan of the 91/92 Season Frve skill ratings per player, separate live for goalkeepers 
Plus 15 other special annbutes like Captain. Super Subs & Mobility. 

A lively and real lime transfer market, with on approach facility, negotiate wages and 
contracts. Plus loans, free transfers and trainees Unique and simple training system to 
improve player skills 

High quality printer facilities to list aD Ihc vital information Masses of historical statistics 
on past games, players and manager. Quick game data load and save 

All screens updated quickly and displayed in a pleasant format, which b easy to use and 
comfortable to read. Fully mouse operated Printed Instruction booklet with plenty of 
diagrams A separate Editor is available lo change saved/lnllial details 

There are many, many other little things that make this game the most addictive and 
accurate interpretation ol a FootbaD Managers season It would be impossible to list all the 
features In this advert but we assure you that thta Is the best We have thousands of satisfied 
customers from our previous edition ol this game, many are still playing it 1 8 months after 
purchase See the order form below for details on how to order this incredible game 
Available for all Atari ST s and Amiga's. PC version coming soon 




An amazing graphical strategic simulator that's fun for all the family. 0, 1 
or 2 players on keyboard, mouse or joystick Pick your moves from the 
selection available and watch your animated warrior battle It out. Watch 
(he energy bar indicators and plan your moves 
You can edit your very own new wrestler or amend a wrestler already 
created ( 16 are provided on the game to begin with) You can change any name, colour 
of lights, linings, flesh tone and hair together with all the fighting skill values, weight etc 
Instructions are also provided which show you how lo change the way any wrestler looks 
or you can create whole new ones. Amiga 1MB RAM. Only C 19 95 



24 HOUR CREDIT CARD HOTLINE 



(0702) 6 00557 

MAIL ORDERS 

■ Al the prograrns delafcd a, this advert are cnlyavaisbto through ( 
I Name - - Address 

I 
I 
I 



FAX 10702) 613747 



t mall fan ESP Software 



Postcode T«J .. 

1 have an computer, please send me the following rlems ■ 




Description 


1 imt Co,! 


foul 




Football Masters 512K 


1995 






Football Masters 1MB 


24 95 






Football Masters Editor (Not 512K Amiga) 


12.00 






WrestHnq Masters (AMIGA 1MB ONLY) 


19.95 






Amiga 512K RAM Expansion 


■ "(H) 






Amiaa 512K RAM ExDansion • Clock 


34.00 






POSTAGE INon UK add £ 1 00. not UFPO^ 


1.00 




S— X— ■ <hfgu» vjmt* !■"■» — «l W*— — — « i—tri ""IfiRAND TOTAL 





■ I enclose a Cheque/Postal Order mode payable lo ESP SOFTWARE 
ICiM out and post thts lonn to:(photocoples or written orders are acceptable) 
|ESP ScdhvarefrO^ 32.. S-wdidMndi RnaitjKwilUsTd<.i-Sea. fowaS Sl 2 ND. LK J 



DIAL - A - TIP 

Cheats, Tips, and Game Solutions 



CHEATS GALORE 
0891 101 234 
MEGATIP GAMESLINE 
0891 445 987 
AMIGA GAMESTIPS 
0891 445 786 
AMIGA HOTLINE 
0891 445 985 
SHADOW OF THE BEAST I AND II 
BARBARIAN II SOLUTION 
0891 442 022 
FIRST SAMURAI HELPLINE 
0891 445 926 
MAGIC POCKETS /ROD LAND SOLUTION 
0891 445 928 
COMPUTER FUNLINE 
0891 445 799 
FOR INFORMATION ON ALL OUR 
HELPLINES 
0891 445 904 

ALL LINKS UPDATED WEEKLY 
t'KOl'Klkl Ok:- JacqnIM "riant. IM). Hot 54. Suulh-cl. Manch<*ter MI5 4LS 
Calls coal 36p per min at 'cheap rate' and 4Bp per mln at other times 






USE YOUR 

VOICE 

TO 
OUTDRAW 

THE 
CUNHGHTER 

UOR *.WIN8K} • 
ALU* CASH PRIZES 



0898 

313590 



I you as i/)de' )8 yean ot age a&xe obtain wvmapon ot whoevw pays tte cfxne bi] 
INFODIAL SOBoi 36 LSI 4TK Cai charge* 36p »ec Mil Cheo© df-D P« Mm Al Qtha rcnes 



'DERBY DAY GIVEAWAY!' 



COMPUTE - A - RACE 

Limited Edition Special Offer 




TREASURE 
ISLAND 

.rLU'A'rtfr' X;-3 



0898 

31 3564 



To oolobralrj 'Epsom Dorrjy Mont"', we at Handisott am offer mrj up 10 f.5 0ft If* Pramlaf 
Horse - Racing Predictor - COMPUTE - A RACE +. Limited Edition Special OHer also 
includes Personalised copies of Master Dish (lull name must be included with order). 
'DERBY MONTH' OFFER PRICES* 
COMPUTE - A RACE* (EiOCullW)) SAVE £5! NOW C14.99 
COMPUTE -A - RACE* (Standard) SAVE £3! NOW C9.99 
*OaaiE«W«cnJw3aK 1998 



'UNRIVALLED ACCURACY & UNBEATABLE VALUE' 
' ..EXCEPTIONAL VALUE is represented by COOL GROUND at 40/1' 
(Compute ■ Race Summary ol Gold Cup Cool Ground won al 25/1 
Features include: FLAT RACING INPUT, N.H. RACE INPUT, REVIEW RACE, BET 
SELECTOR. BET CALCULATOR, STATISTICS SCREENS. NOTEBOOK and On-Screen 
HELP information. (Amiga Only) 
(As advertised in The Sporpnrj Us') 



CHEQUES'PO PAYABLE TO MANDISOFT (Mail OiOei ONLY) 
Handi&oft. 37 Meartall Lane. Soon End. COVENTRY. CVS 6HF 
24 Hour DESPATCH 



THE 
MIDNIGHT 
OIL 



* DIVISION ONK 92 RKVISION ONE *** 




DIVISION 
ONE 92 REV 1 



"(The Midnight OH) Ireal soccer in (he sophisticated way 
Americans treat their national game*." -The Guardian 

I HI GAME Evcryime hoi their <mn idea* im what makes ■ loccer team "lick'- Hoc in 
itic opporiunily: In put ind> pm-liic yuur own idea*. Operating from the Englnh III 
divmon yog mutt huild a squad n> challenge Iiif the league mlc. thr FA and League Cup* 
and the 3 Emopean tropin-.- And at player* age. rebuild ihe learn while holding off 
relegation. 

SQL AUSTH \NSrKH MARKET In a * squad <)Win ( lu learn tquad. reserve squad 
and youth squad), ute Ihe continuous intake of youth player* and training program to 
crcaie a squad whin* skills rvilc.i yuui idea* Supplenvcnt these tkilh with carefully 
tclrtlcd ci.in.ter mart; ei acquisition*. At ihcy age. veirnuu fade and suungsleri develop, 
keep an eye on the dunging skills of >irur Iram 

SKILLS All ptayen hase a balance of 5 dulls (no "skill level* "I which >nu must develop 
by experimenting with your team. Even more imponani w ill be you judgement about ihe 
effect o| the particular team balance or skill combination on the outcome of the match, and 
subsequently a teaton of foot hall Suitable mining tan dcveliip/enlunce skill*. 

WHAT IS DIFFERENT ABOUT THIS OAMEY 
Oimlon One 92 nrafntmi rhe mver nunageneni game. Yon can concentrate <r> ihe football I • pen mew wirn ptiyen, rormaoon*. leans trj-tet. Build tour dream squad 
and ihrck it out in inuiatrl; tunuliied Icapuotup lootttatl Maiih rrsnlti ur (ruin ■ unique t»xin nuUti tiers pw ml It. shut etc n ikvmrnml by itir player* 
■nvetvnl Your tinner ol stills iIuh iiiflurmrt inafi.fi mulls tlrnia! inthmeUi Kb been dumped FuoihaU hmwlrdfr n ihr nam: uf Ihe name 



MATCH/STATS Your judgemcni will be pui 
to the leu. in this unique 1 minute match/Mat* timulaium 
agauui aciuraielv umuloied ifipo«iliorl. Tin-, it the 
niruuir of vour leant and your rruwt rcliabk ■ .me of 
Information. There arc ditplay* of match flow , two 
leirm. player- with ihe-ball. in junev. discipline, 
luhuiiu: r in-match tacticv goal tcoren. omtctuon 
breakdown and performance at*e»uncnt 

REVISION ONE 

The he»t ni»l gut heller! All updalev lhat hate heen made 
to Dit ition One 92 over the late tix month. In addition 
the match wrccn hat improved, opprnition learn info 
eaponded. a European iranUcr marlei added and a few 
ttfcur ntiiHH changev An edit program and a 
«:utiianita!ion program hate alto hern added The 
manual ha* hern c> ponded and the packaging impnit ed 
EDIT PROGRAM. Edit the team and playcn that make 
up DitUion One. Produce tour own OivltMn One. or 
Scottith League, Brltith League. European League, 
Gcrman/5ponitruT : renctV1ulurn. ^tc.. etc Or even make 
up a league of all the hetl Irani* yuu tc ever tern 
CUSTOMISATION PROGRAM Cuttirmitc the « 
nun tiamng u|uod- I V your own lavifunte playert, or 
your local tak. How about at tquad » ith Pcle. 
Bcckcnbauer. Beit. Cruyff, Maradonna .-.7 



HEAD COACH 
V3 

"When it cumcs to the -4th down Headcoach has 
it"."Headcoach", "TV Sports Football" head to head" 

(Top C«Bp.) 




Headcoach V3 hat been dettribed at 'ihe bctl gome 
ever pul onlo a compulcr". It ta the complete Aincncan 
FiKilball game, a mulci xavon epic with ihe «cry bctl 
strategic ckmcntt of the real thing. You will call the 
playt. de vtte the gome plant and develop the team. 

Lie the tiru season t2 prc-tcaton garnet. 10 regular 
season games, and the play -of f») lo discover yiKir 4^ 
man tquad of playert Then etplo|l the college draft to 
improve ihe team and expand your game play to beat 
the tery best the NFL can throw at you. 

Playert will age and teams will fade |a player will lasi 
aboui 6 tcaMirtsl. but you will stay and rebuild .... 



Tel Sales: 
0438 721936 

FOR j 
NEXT DAY 
DELIVERY 




POSTAL SALES 

The Midnight Oil 
DcptTOI 
IS. Ha /el mure Road. 
Stevenage SG2 KRX 
2/.* davt delivery 



Please supply: 





HC 


Dlrcvl 


Amiga 


□ 


□ 


Amiga 1 Meg 


□ 


□ 


Atari ST 


□ 






1 19.95 


£19.95 



Current iw'vii replaitmrm dlxi II .50 




It's sad what power does to some people. Just look 
at Jim the Editor. He's been used to bossing everyone 
around for so long now that he thinks he knows it all 
* the goon! Apart from the fact that it is painfully clear 
that he is (at best) only half as clever as he thinks, he 
no longer has any capacity for objective thought. And 
as for coming up with any new ideas - sheesh! 

Even though we agree with Jim that The One is prob- 
ably the smartest mag on the streets, we know that 
there are bound to be things in the magazine you don't 
like, or things missing that you need. We want to give 
you the best possible magazine for your money, but 
we can't do it alone. 

This form comes in two parts. The first is pretty 
straightforward and just helps us get a better impres- 
sion of what our readers are like. The second part is 
where you can tell us about your ideas for the maga- 
zine and show Jim that he doesn't know it all after 
all. There will be a thoroughly excellent prize for the 
best suggestions, and there's a very real possibility 
that we will kick Jim out of his seat of power for the 
day and let you have a go at running the mag. So get 
going! 



QUESTIONS 



PART ONE - The Questions 



1, Are you male 



j female |~ 



2. How many other people wil 
look at this copy of The One? 



'□ 


2 n 










1,-20 Q 


20 or more j j 


3. Which age group do you 


belong to? 




8-10 D 


„-„ n 


U,4 Q 


,5-1. D 


,7,8 Q 






26 *D 



4. How much time per week do 
you spend on your Amiga? 



□ 



Less than 2 hours 
2-5 hours j 
5-19 hours 
Over 10 hours 



□ 
□ 



5. What do you spend the biggest 
part of your time on the Amiga 
doing? 

Playing games j j 
Producing graphics j j 
Sound applications j | 
Business applications 
Education 



□ 



6. When you buy a game, which 
of the following influence your 
decision? 

Advertising j j 
Friends recommendation 



□ 



in a shop 
Reviews 



□ 



7. What peripherals do you own? 
External drive £ 
Ram expansion |~ 

Modem j j 
Printer j j 
Monitor j | 
Hard drive 



□ 



8. Do you intend to buy a periph- 
eral in the next six months? 



Yes 



□ 

If so please specify. 



No 



□ 



9. How much do you spend per 
month on your Amiga? 

Less than £20 ^ 

Between £20 and £30 £ 

£30 to £4 r-j 

£40 to £60 j— | 

More than £60 £ 



lO.How much of the above do you 
spend on games? 



1 1 .Do you own any of the 
machines listed below? 



PC 



□ 




QUESTIONS 



11. Continued 

Amiga 

Mega drive j j 

Master System j | 

Game Gear j j 

Game Boy j j 

Nintendo Entertainment 

System I I 

Super NES r— | 

Atari ST 



15. Score the content of this 
month's Issue from 1 to 10 
(1= dire. 10= excellent) 



□ 



12. What other magazines do you 
regularly buy? 



Amiga Action 
Amiga Power 
Amiga Format 
Amiga Fun 
Amiga User International 
Amiga Shopper 
Your Amiga 
CU Amiga 
Zero 
C+VG 



□ 



□ 
□ 
□ 
□ 
□ 
□ 
□ 
□ 



13.What do you think of this 
month's cover disks? 



Very good 



□ 



Okay J— 
Rubbish I | 



Disk Pages (8-11) 

News (13-16) 

Letters(19) 

The Magnificent 
Seven (20-22) 

Work In Progress (29-35) 

The Ultimate Amiga 
(37-39) 

Reviews(41-95> 

Killzone Pullout 

Budget & Bundles 
(101-102) 



□ 
□ 
□ 
□ 

□ 
□ 

□ 
□ 
□ 



Competitions r 
(99&106) I I 



Public Domain r 
(109-110) I I 



10 Most Wanted I 1 

(116-117) I I 



Previews(119-120) |" 

Games Listings (123-128) j j 

16. Do you think there is not 
enough/too much/completely cor- 
rect amount of: 

• Reviews 

Not Enough 

Too Much 

Correct Amount 



» Tips 

Not Enough | | 
Too Much 
Correct Amount 

t Competitions 

Not Enough j j 

Too Much | j 

Correct Amount £ 

I Previews 

Not Enough j j 

Too Much | j 

Correct Amount 



PART TWO - Your Ideas 



I know this may strike you as really obvious but I think The One could be improved by doing the following. 



Name: 



14. What would you like do see on 

the disks? Address: 



IT) 




3 

a 



Pull out the page and send it to: 

Questions. Questions... 
The One 

Emap Images Ltd 
Priory Court 
30-32 Farrindgon Lane 
London EC1R 3AU 




AN 

//:>> .I)V I1RT IS WRONG, 
HO PUTS IT RIGHT? 



V\fc do. The Advertising Standards Authority ensures 
advertisements meet with the strict Code of Advertising 
Practice. 

So if you question an advertiser, they have to 
answer to us. 

lii find out more about the AS A. please write to 
Advert ising Standards Aut hority. Dept. X. Brook House. 

Tbrrington Place. London WC1E 7HN. 

ASA 



This sji.k e Is dun.il rd In I he Inlrrrsla of high standards In adwrllsrnu'iil 






AiB^arrior - Mul ti-player Combat Flight-Simulator 
Iflfctetpto 39 opponents in simultaneous realtime 3D. 

te US, On-Line brings you this 
i-player simulation. 

ith your modem and find out more, 
connect cost just 1 .50 an hour plus VAT. 




FEATURE 





ALIAS: Lobster Head. 
DISTINGUISHING FEATURES: Beats 
a marked resemblance to the title crea- 
ture from the Earth SF film Alien, albeit 
much, much bigger. Know this perp by 
the bizarre mutated head sprouting 
from its belly. 

WANTED FOR: 

Various war crimes against humanity 
during the infamous Bydo Empire/Ter- 
ran Alliance conflict. 
MODUS OPERANDI: 
Has two methods of attack. The most 
vicious is the violently thrashing tail, 
which has splashed many a young star 
pilot's body over the walls of the Bydo 
Empire's outer-defence tunnel. Less 
ferocious but equally deadly are the 
occasional swirling blasts of plasma 
from the stomach head. 

LAST SEEN: R-Type. 

TTT9 




ARREST PROCEDURE: 

Don't be fooled by the Alien's fear- 
some appearance; many unexperi- 
enced pilots get so flustered by the 
lashing tail that they crash trying to 
avoid it. Fly to the top of the tunnel 
out of the tail's reach, hold down the 
laser trigger until at maximum power 
then pick a moment to swoop down 
and fire the bolt at the stomach head. 
Quickly pull back to avoid the mas- 
sive explosion that ensues! 



It is the belief of the Federal Bureau of Intergalactic Investigation (FBII) that there are some 
things the Public need not and should not know. Deep below FBII headquarters on the fourth moon 
of Retticuli IV, stored in lead-lined vaults and protected from intruders by laser shielding and 
plasma force fields, are files on the Galaxy's most evil villains. 

Until recently the information contained in the files was strictly classified Top Secret, describ- 
ing as they do crimes so hideous and so numerous that were details to be published the FBII feared 
there would be Universe-wide panic. As an FBII chief once commented, "This lot are a sprite bunch 
of bar-stewards!" 

Only now, thanks to some top-level negotiations by The One, can certain details from those 
hitherto Confidential files be revealed. You'll be shocked, maybe even sickened, by what you read, 
but we firmly believe that YOU have the right to know. Please, if you are of a sensitive nature DO 
NOT READ ON. You have been warned. 




ALIAS: Puff the Tragic Dragon. 
DISTINGUISHING FEATURES: Tradi- 
tional reptilian- style fire breather; fat, 
green and scaly. Not to be confused 
with Clifford, star of the TV mouth- 
wash adverts. 

WANTED FOR: The abduction of Prin- 
cess Daphne, who was held hostage in 
Singe's castle against her will. Motives 
are unknown but believed to be a 
genetic urge, like salmon returning to 
their spawning grounds. 

MODUS OPERANDI: Extremely sloth 
ful. Singe rarely lunges at or chases 
after his foes, preferring instead to let 
his inferno-like belches do all the dirty 
work. Witnesses report seeing Singe 
instantly incinerate someone wearing 
an asbestos suit. 
LAST SEEN: Dragon's Lair. 




ARREST PROCEDURE: Singe's sleeps 
in his ornate treasury festooned with 
precariously-teetering stacks of gold. 
Make your way to the dozy dragon, 
taking care not to knock any of the 
stacks over. Should Singe awake, use 
the aforementioned stacks as shield 
against the dragon's breath. When 
Singe rears, throw a sharp object (FBII 
Agent Dirk the Daring, who has dealt 
with Singe in the past, recommends a 
sword) into his exposed soft under- 
belly. 




ALIAS: Sultana. 

DISTINGUISHING FEATURES: Mid- 
dle-Eastern male, mid-fifties, 6ft 5in 
tall, grey-black hair, pronounced hook 
nose. Last seen sporting a goatee 
beard and moustache. Not to be con- 
fused with Mr Jaffa McVitie, who cre- 
ated those little cakes with the smash- 
ing orangey bit in the middle and was 
awarded the Intergalactic Medal of 
Honour for Services to Confectionery 
last year. 

WANTED FOR: Usurping the Sultan 
of Persia throne and attempting to 



force the Sultan's daughter to marry 
him against her will. 

MODUS OPERANDI: Although osten- 
sibly charming Jaffar is pathologically 
sly and underhand and a firm sup- 
porter of the 'dagger in the back' polit- 
ical strategy for gaining power. He's 
also highly proficient with the sabre. 

LAST SEEN: Prince of Persia. 
ARREST PROCEDURE: Unfortunate- 
ly there's no easy way to defeat Jaffar. 
To avoid the hordes of traitorous dogs 
guarding him you must to sneak into 
the palace's central chamber via the 
dungeons. Once Jaffar is located the 
only way to defeat him is in a straight 
face-to-face sword fight, so be sure 
that your fencing skills are up to it. 




ROBOT MONSTER 



ALIAS: Tin Ribs 

DISTINGUISHING FEATURES: With 
its big moist eyes and plump metal 
body the Robot Monster is deceptive- 
ly cute. But don't, whatever you do, be 
fooled - this is probably the meanest 
meany in this report. 

WANTED FOR: Aided and abetted the 
notorious Baron Von Blubba (FBII Ref. 
8VB#231-689-A1lEE) in the genetic 



FEATURE 



•nutation of the indigenous lifeforms 
of the Rainbow Islands' and the sys- 
tematic persecution of the aforemen- 
tioned Islands' inhabitants. 

MODUS OPERANDI: The Robot's 
oody armour is fitted with tri-direc- 
tional forward -firing photon torpedoes 
as standard. Unique to this Robot, 
nowever. is its ability to detach its arms 
and launch them at any assailants. 
Note also that the body armour is elec- 
trified and fatal to the touch. 

.LAST SEEN: Rainbow Islands. 




and sadistic practices by his troops to 
subjugate and control the populace of 
the occupied islands. 

LAST SEEN: Midwinter. 

ARREST PROCEDURE: FBII Tactical 
Analysis Division report a possible 
major flaw in the General's defences. 
They calculate that a single soldier, fly- 
ing a hang glider and armed with a 
sniper's rifle, should be able to pene- 
trate the General's outer radar field 
undetected by flying along the moun- 
tain ridge near his HQ. From there tt is 
should be possible to fly right in Mas- 
ter's lair and assassinate the fiend face- 
to-face. 



i 



ARREST PROCEDURE: FBII Tactical 
Weapons Division recommends the use 
of 5"9-gauge Rainbow Repeaters in 
dealing with this criminal. Never walk 
n front of the Robot. Stay behind it as 
I trundles back and forth, lobbing 
Rainbows into its exposed rear. Stay 
alert for sudden changes in the Robot's 
altitude and get ready to build or 
smash Rainbow bridges to avoid its 
approach. 




ALIAS: (Don't call me) Scarface. 

DISTINGUISHING FEATURES: Euro- 
pean male, roughly forty years of age, 
6ft 2in tall, bald (scalp may be shaved), 
deep scar extending from left cheek- 
bone over left eye to the forehead. Last 
seen sporting a beard and a mous- 
tache. 

/(ANTED FOR: Opportunist and high* 
. illegal military occupation of the 
Azores following a major global catas- 
trophe on Earth. Also believed to have 
sanctioned the imprisonment and tor- 
--*re of innocent civilians in direct con- 
ravention of the Intergalactic Council's 
**eaty on Sentient Species' Rights. 

WODUS OPERANDI: Commander-ln- 
>-ef of a vast military complex com- 
rrsmg air, sea and land units. Con- 
dones the use of highly-questionable 



GHOST PIRATE 
LeCHUCK 



ALIAS: Beardy Weirdy. 

DISTINGUISHING FEATURES: Bears 
all the hallmarks of a stereotypical 
pirate, albeit a highly decomposed one. 
Most easily recognisable feature is his 
'living beard', a eerie writhing mass of 
face fungus. 

WANTED FOR: Numerous acts of pira- 
cy in the vicinity of Melee Island and 
generally being rather smelly and 
unpleasant. His most dastardly deed of 
all was the kidnapping of Melee 
Island's Governor, the beautiful Elaine 
Mar ley. 

MODUS OPERANDI: Leads an unearth- 
ly band of ghoulish brigands and 
ghostly cut-throats. 

LAST SEEN: The Secret Of Monkey 
Island. 




ARREST PROCEDURE: Magic is the 
only way to finally banish LeChuck 
from this earthly plane. You'll need to 
find some special voodoo root so that 
a voodoo priest can turn it into potent 
anti-ghost spray before tackling the 
ethereal do-badder. Failing this, it's 
rumoured that Grog, an honest sailor's 
favourite tipple, is highly effective 
against sea-faring ghosts... 




MUTANT ANT 



ALIAS: Anthony Insect. 

DISTINGUISHING FEATURES: Identi- 
cal to the familiar pest so hated by 
families out for a Sunday picnic, but 
swollen to the size of a two-storey 
house by the adverse effects of cosmic 
radiation. 

WANTED FOR: Terrorising the desert 
town of Lizard Breath and being 
responsible for the gruesome deaths of 
many its backwater inhabitants and 
their cattle. 

MODUS OPERANDI: The creature's 
grotesquely oversized mandibles spell 
mutilation or even death for anyone 
unfortunate enough to get too close. 

LAST SEEN: It Came From The Desert. 




ARREST PROCEDURE: Far more pon- 
derous than its busy-body natural 
cousins, the mutant ant has the 
strange habit of slowly 'circling' its prey 
before attacking. If armed, take this 
opportunity to try and shoot at its 
antennae - ants rely on these sensitive 
parts of their anatomy for tracking 
their prey, and these Big Daddy incar- 
nations are no different. If you manage 
to shoot both antennae off, the ant 
should back away, giving you valuable 
time to escape. As for actually killing 
the beasts, nothing less than a grenade 
is recommended. 




ALIAS: Kin Bustard 
DISTINGUISHING FEATURES: Mid- 
dle-Eastern male, early thirties, 5ft 9in 
tall, black hair. Last seen sporting a 



thick bushy beard and moustache. Has 
a particular fondness for dark sun- 
glasses. 

WANTED FOR: Holding the pilot of 
Pan-US jot hostage and using him as a 
human shield during the 1990 Kalubya 
Airport Siege. 

MODUS OPERANDI: Chief member 
of the notorious Arab Freedom Group, 
believed responsible for a string of 
sadistic murder of literally hundreds of 
innocent civilians over the last twelve 
years. 

LAST SEEN: Operation Thunderbolt. 



J 




ARREST PROCEDURE: WARNING • 
This criminal is not to be approached 
unless you are specially trained in Anti- 
Terrorist Tactics. The aim of the exer- 
cise is to eliminate the terrorist with- 
out killing the pilot he's using as a 
shield. (The pilot is essential for the 
safe delivery of hostages out of 
Kalubya.) Try to aim your Uzi just in 
front of the villain's path as he moves 
rapidly from left to right and vice versa 
- he should end up literally walking 
nto your fire. Never use rocket bombs 
as they will kill the pilot instantly. 



..And II you hm face one of these 
icand-ioi, remember the FBII 
motto: 'Shoot finl. don't even 
bother thinking up questions.' 



in 



Q- 



es indeed! Every month from now on in the 
Previews, we'll be throwing The One's par- 
ticularly bright and piercing spotlight on a 
publisher to give you exclusive first looks at 
what they've got heading your way in the 
coming months. And what better place to 
start off than Rotherham-based Krisalis, the 
home of such favourites as the Manchester 
United games. Hill Street Blues and this 
month's John Barnes. They may not be the 
most long-established name in the business, 
but their '92 line-up is definitely of first- 
division status - as one look at this smart lit- 
tle quartet should confirm... 




GRAHAM TAYLOR'S SOCCER 
CHALLENGE 

ot content with having produced three licensed soccer games already, 
the Krisalis Krew are currently putting the finishing touches to their 
latest tie-in triumph. But while the Man Utd and Barnesy games were strict- 
ly action affairs, the game based around the England Boss is, logically 
enough, a purely tactical, management-based game. 

Despite there already being two similar games out there (in the form of 
US Gold's The Manager and Domark's Championship Manager), Krisalis 
are confident that this one, nearly two years in the making, will have no 
trouble wiping the floor with them. It is, they claim, THE ultimate serious 
soccer simulation, featuring no less than 3000 players, with names and 
characteristics based on the real stars and more complexity than you'd 
ever dare dream. 




fillers praised by fidanoon 



Detailed training, scout- 
ing reports, transfer 
markets, injuries, sus- 
=1 pensions... more or less 
all the usual guff you'd 
■ ■M expect, but presented 
with just that little extra 
depth. How does over 
- fl— f* — *r'^^5^^".^^F 600K of pure soccer 

data, as provided by the 
F.A. themselves grab 
you?. There's a complete 
(non-interactive) section 
where you watch your team perform on the pitch and the ultimate aim 
is, from your lowly starting point as Manager of a fourth division club, to 
make it as Manager of England. Fancy your chances? It's out next month... 




s forced to quit 



FOOTBALL KID 




Can you believe it? 
These guys have got 
football on the brain! 
Even when they're pro- 
ducing a completely dif- 
ferent kind of game they 
can't leave it alone. 
Football Kid is Krisalis' 
attempt to prove that 
you don't need a 
Megadrive to play games 
as fast and smooth as 
Sonic The Hedgehog. As 
a result, the game bears a striking resemblance to Sega's console classic; 
it's just as cute and, surprisingly, every bit as fast - but with a unique twist. 

While other platform heroes are content to battle their enemies with 
laser bolts and bits of rock. Football Kid gets it sorted with the aid of... 
you guessed it. The story goes that the soccer-crazy 10-year old must bat- 
tle his way through six lands - including England and Brazil - in order to 
reach the World Cup Finals in America. The Innovative storyline twist allows 
for a few clever gameplay touches as well • the play can lob, chip and boot 
the ball in a number of different ways, to create smart monster-bashing 
effects. 

Currently being put together by veteran programmer Pete Harrap, 
Football Kid is still in the early stages of development and due for release 
towards the end of the year. Worth keeping an eye on. this one... 





VIKINGS: FIELDS OF CONFLICT 

A newly-signed deal between Krisalis and American publisher DigiTek 
will soon be bringing a whole new vista of software to these shores 
from the good old U.S. of A, - the first of which is this epic strategy effort 
n the Defender of the Crown mould set in and around medieval Britain. 

Players take on the roles of greedy land barons who must plan and 
slaughter their way to power, battling peasants, the elements and Viking 
marauders in order to take over the entire country. The strategy is a com- 
bination of battle tactics and more passive pursuits, like farming, produc- 
tion and taxation. You get to build boats and chop down trees, but there 
are no arcade sequences to speak of • it's a bit more like Realms than 
Defender in that sense. The finishing touches are being applied as we speak, 
and the finished article is due in the shops within the next few months. 



S.A.S. 

There's still no official title for this one as yet, but the current working 
title makes it obvious that the game's based around the exploits of 
the legendary Special Air Service. When they're not eating rusty nails and 
their own faeces for breakfast, these elite commandoes are usually to be 
found rescuing hostages from some god-forsaken corner of the planet - 
and that's exactly what you get to do in this innovative RPG. 

It's along the same lines as Krisalis earlier role-playing hit Laser Squad, 
but a lot better to look at and with a lot more to do. Your team of crack 
balaclava-wearers get to storm foreign embassies, jungle hideouts and even 
hijacked airliners • all presented in Shadowlands-style isometric 3D. The 
emphasis is a lot more on strategy than action - the player controls the team 
members indirectly by issuing them commands from a comprehensive icon 
bank ■ but there's still plenty of killing to be done, with a wide variety of 
weapons and tactics available. 

There's little chance of an official S.A.S. licence, and with the growing 
European market it's likely that the title and theme of the game will take 
on a more general 'Special Forces' sort of thing. The release is planned for 
Autumn. 








on 



< 



rystal balls? A load of old cobblers. Tarot 
cards? Superstitious mumbo-jumbo. 
Horoscopes? Pah! No, the only way you can 
accurately predict what software will be 
heading your way over the next couple of 
months is via The One's live and exclusive 
Previews section. The first screenshots, the 
facts that matter... it's all here as every 
month we report a handful of the best of 
what the software industry will be offering 
YOU in the not-too-distant future. And with 
the traditional Autumn boom just around 
the corner, you need us now more than ever. 
Need we say more? 






9 



EURO FOOTBALL CHAMP 
(Domark) 

dds Bodkins Mrs 

Meaker, the software 
biz really is going football 
crazy this Spring, is it not? By 
the time this one hits the 
streets, there will be some- 
thing like NINE soccer games 
on the market, all of them 
attempting to ride the wave 
|of publicity generated by 
H' forthcoming European 

9 




Championships. 

And though Domark's 
tupenny-worth undoubted- 
ly has a continental theme, 
the Doms can't really be 
accused of trying to cash in 
on the tournament as the 
game's converted from a 
Taito coin-op and the 
licence was signed nigh-on a 
year ago. The game's about 
as arcadey as football games 
get. with no stuffy league or management pretensions. There's a basic 
knockout tournament, but apart from that it's down and dirty, no-holds- 
barred action all the way. 

You don't need telling that the game is viewed side-on Manchester Utd 
style, although the general gameplay and control is far simpler than most, 
due to its coin-op origins. The game's also got a bit of a violent streak, with 
everything from normal fouls to karate-style leaping kicks and punches 
used to dispossess the opposition - you can even attack the goalside cam- 
eramen! Currently having the finishing touches being put to it by conver- 
ters Teque, Euro Football Champ is set for release next month. 




ZOOL (Gremlin) 



Ms the Sega ad in the latest Viz goes: "What's blue and a £S%&! all over 
everything?" Who else but Sonic the Hedgehog, platform star extraor- 
dinaire and the console phenomenon on the year. Krisalis is already 
attempting to cash in by emulating the supersonic style of gameplay with 
its Football Kid (back a page) and now here's Gremlin's effort. 

The Sheffield-based company makes no bones about the fact that Zool 
- subtitled Nmja from the Nth Dimension - is inspired, at least in part, by 
Sega's spiky-haired hero. It's a high-speed multi-way scrolling platform epic 
played out over the 18 themed levels of Sweet World, Tool World and Music 
World. 



Zool's promising to be a 
very odd game (Gremlin's 
calling it its most unusual 
yet, which is quite a claim 
after the surreal 
Harlequin), with the player 
cast in the role of a ninja 
ant (!) capable of such ath- 
letic manoeuvres as climb- 
ing up walls, hanging from 
ropes and - get this - spin- 
ion miles away from Sonic. 




ning, in a manner not a mil 
Like the excellent 
Harlequin. Zool is big with 
a capital B. although the 
action is much, much faster 
and more simplistic in a 
console sort of way - well, 
you get the general idea. 
It's due out sometime next 
month, and you will of 
course be treated to a full 
review next issue. Just 
don't ask us what the title's 
supposed to mean. 
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It's FREE! £100 Worth Of Software 

with the May Edition of CU Amiga. 
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a-xm edition of ri i Amiaa^a* %V 

It's true, as well as providing the ultimate 
peripheral coverage, unsurpassed hardware 
expertise, the best buyers guide and brilliant 
games coverage, CU Amiga is GIVING AWAY 
SCULPT 4D JUNIOR! 

Worth over £100 it's the ideal programme for 
any Amiga enthusiast. 



• It's the premier 3D modelling 
and animation package 

• It's fast 

• It's incredibly easy to use 

• and it's free!! 



EXCLUSIVE ! 



SECOND DISC CONTAINING 
ADDAMS FAMILY DEMO 

Make sure you get your £100 CU Amiga package 
for only £3.95. Available 25th April from all good 
newsagents. 



And now - the moment you've all been waiting for! Over the 
page you will find the Games Index. It's here you can find all 
the important information about games previously reviewed in 
the magazine. So even if you commit the worst sin imaginable 
by missing an issue, you can find out which games were 
reviewed in it and keep abreast of developments on the Amiga 
Games scene. 

Now, we make no apologies for the fact that the Index looks 
like the most concentrated dose of information imaginable. It's 
not supposed to be read like the rest of the magazine. It's for 
you to get an instant feel of the quality of all aspects of any 
game you'd care to examine. 

You'll notice that there's a big space where the Issue Tipped 
information is supposed to live. Alas, owing to things beyond 
our control (ie the fact that there are only 24 hours in a day) it 
isn't possible to bring you that info this month. But rest assured 
- next time it will all be in there and functioning 100%. And 
anyway, our tips pullout should keep you quite happy on that 
front in the meantime. 

And there's even a competition at the end of the Index to see 
if you've been paying attention. 
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Glamorous and exciting software prizes are available for 
readers lucky enough to be among the first five out of the hat 
with the answers to the following Games Index questions. All 
you have to do is send your answers to: Yes, I use The Games 
Index Compo, The One, Priory Ct, 30-32 Farringdon Lane, London 

EC1R 3AU. Compo closes May 21st. 

1) Which games receive 72% sound ratings? 



2) 



What is the highest Overall score in the 
Index this month? 




What is our biggest gripe with Rise of the 
Dragon? 



Int. Office. Daytime. Jim and David and Gary and Jim are coming to the end of the issue. 

JIM: (Pleased with himself, but not surprised) And.... there. That's the next month page written. 
Other Jim. It'll send it onto your excellent state-of-the-art technology computer. 

OTHER JIM: (In admiration) Thanks, Jim. And - ohl ten minutes early, I see! You know. You're 
easily the best Editor I've ever worked for. 

DAVID: That's right. I don't know what we'd do without you. Thanks to your planning skills 
we've been able to go home on time every day this month. 

JIM: (Shuffling a pack of cards one-handed and flicking peanuts into his mouth at arms length) 
Aw, shucks. 

GARY: Yes, hooray for Jim. For without his depthy knowledge of the industry, we would be 
floundering. I certainly wouldn't be able to write the News pages without his invaluable ear-to- 
the-ground knowledge. 

JIM: Anyway, guys. I've got some great plans for the next issue. Do you want to hear them? 

ALL: (In awe) - Yes, oh Great God of All that is Good in Publishing. Please tell us. We are but 
mindless fools basking in the reflected glory of your genius. 

JIM: Well, we can't have just anybody knowing what's going on. So gather round and I'll 
whisper. 

(All huddle round and JIM reveals his mighty ideas) 

GARY: By the Gods! That's the most revolutionary plan I've ever heard! Those ideas are by far 
the best any demi-god could have come up with. Let alone mere mortals like the rest of us. 

JIM: Well, you know. 

ALL: Right - let's get on with it... 

(Much activity) 




June Issue - On the streets 21st May 
It will be quite good, we think. 




QHM BARK 




THE NEXT GENERATION IN FOOTDALL SIMULATIONS FROM KRISALIS 

DESIGNER WHICH ALLOWS THE PLAYER TO OUILD 
DEFENSIVE WALLS AND COMPLEXED FREE KICK 
ROUTINES, ANIMATED CROWDS (AMIGA ONLY), WILL 



JOHN BARNES EUROPEAN FOOTBALL. DRINGS THE 
WOALD FAMOUS TWICE FOOTBALLER OF THE YEAR TO 
YOUR COMPUTER IN THIS ACTION PACKED ARCADE 

Zs ;: *-£ {j= DPEAN CHAMPIONSHIPS. GAME 

: . S3 BAD EM PENALTY SHOOT-OUTS, 
IKAD KHIOWS THE DALL. IN-GAME 
COMHDONS (AMIGA 




ACCEPT SOME CONSOLE JOYPADS GIVING TWO 
INDEPENDENT BUTTON CONTROL, ACTION REPLAYS, 
RED AND YELLOW CARDS, AFTERTOUCH, 

SUBSTITUTIONS, NAME OF PLAYER ON THE BALL. 
THE GAME ALLOWS YOU TO CONTROL 
JOHN BARNES OR THE NEAREST PLAYER 
TO THE BALL. 

m 

,TF ROTH ER HAM. S60 2HD TEL: D709 072290 




IT TOOK 6 DAYS TO CREATE THE EARTH 




A brand new animation system combines with 
atmospheric graphics and superb musk to bring you 
another top-class Delphine adventure... 

...Another World 

Young scientist Lester Chaykln never In his wildest dreams 
Imagined that It could happen — but It did. His laboratory was 
struck by lightning and he was teleported to another 
civilisation, a strange world nothing like earth, where he must 
call upon all his intelligence. — 
training a<\c\ resources to survive. H^SUSBiS 



DELPHINE 
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LKfNO Of OASKMOON lilt 01 THE MHOIDH | • SHADOW SOtCHU 

TO* 0139 434 139 

HILLSfU • DRAGONS 0* KAMI • HtROtl 01 THl UNCI TUi 01*1 443 035 

^ CUtU 0* m AZUll lOHDi • POClOf UDUKi 

tO^SO • OUAW10M Of«TNN nil 0191 443 036 

7W\ wot toons ■ sight or tm mvh siams 

■ m w M hholdb til oioi «4i oso 

OHUflON HEAITH ■ ANOTHH WMID • CtUtti IQ» A COW TIL 01 39 6S4 184 

Service provided by U.S. < 

II fau are undw 1 1 pinna o*> pari* 



e Designed and programmed by the designer of the best selling 

Future Wars graphic adventure 
e 2 years development have led to a revolutionary new polygon 
animation technique, featuring fluid, flowing animation of 
characters and ob|ects. 
e Special effects offer a cinema style of gameplay: 

• Zoom -Panorama • Close-up shots, 
e Main character Is Joystick-controlled, adding to playablllty 
and giving a real sense of player Interaction. 

# Superb musk mUed In Delphlnes In-house 
recording •studios 

US. Gold Ltd.. Units 2/J Holford Way. 
eljB^liS*^ Holford Birmingham B6 7AX. 



NEED HELP? CALL THE 

GOLD PHONE 

HINTS & TIPS LINE 



lUCAyiLM HEIP1IW ■ 11 CHUCK* ItVlNGt | MONK IT ISLAND 21 • INDIANA XJNtS 
^NOIACUN • MANIAC MANSION • lOOM ■ SKIH « MONKFT ISLAND 

• unit OF IMAM Til; 0439 6941 33 

NfWItUASU ■ COMPmnON Til: 0439 494134 , . 

COMPETITION - £200.00 WORTH* U/jgO 
OF U.S. GOLD GAMES TO BE WON / 
EACH MONTH. I— —J 

* Ar RaMl.l Price* 
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